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Not to be impolite, but your opinion means squat. 


hapa eed aaaycaace bane cas abba cant oneal eneahel msibnialbomy hs 


See, this is Rally Cross: Youre driving off-road now. 


Racing up to 3 competitors on our quad split screen. 


In one of 20 vehicles equipped with 4-wheel indepen- 
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dent suspension. On up to 6 torturous backward- 


and forward-running tracks. Where jungle mud 
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doesn't just look like jungle mud, it acts like it. 
Where Arctic ice is slicker than a non-stick frying 
pan. And where half-pipe embankments are steep 
enough to roll you on your back like some pathetic, 
helpless dung beetle. So you can forget about turn 
signals, seat belts and proper lane changes. Because 


when the guy in front of you spins 180 degrees, 


looking to do a tap dance on your radiator, common 


courtesy takes a back seat to a 


little something called survival. ey 
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logos are trademarks of Sony Computer Entertainment Inc. U R NOT E° is a registered trademark of Sony Interactive Entertainment Inc. Rally Cross is a trademark 
of Sony Interactive Entertainment Inc. Developed by Sony Interactive Studios America. © 1997 Sony Interactive Entertainment Inc. Www.sony.com = gomrursr. 


This rugged and mighty off-road 
behemoth can conquer any terrain. 


Land Rover” 
Defender 90 


Quick and agile, this V8-powered 
import can negotiate the tightest 
spots due to its compact stature. 


Well balanced off-road ability and on-road 
handling keep the Jeep in every race. 


Chevrolet’ 
K1500 271" 


Extraordinarily powerful and surprisingly 
controllable—a true off-road monster! 
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= Conquer The World's 
Most Wicked Terrain! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 


Four ways to race: SINGLE RACE, 
FULL-SEASON, CLASS LEAGUES, 
and MIXED LEAGUES. 


12 racks/tae es 
Negotiate treacherous terrain as you 
battle for the checkered flag! 


ath. 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


‘ . dike Need For Speed™ in an off-road environment” 
-Computer Gaming World 


Test Drive is a trademark of Accolade, Inc. © 1996 Accolade, Inc. 
To order direct call: 1-800-245-7744 All rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Humvee are the registered trade- 
marks of A.M. General Corporation. JEEP and Jeep grille design 


ifr ft 3t 6A - are registered trademarks of Chrysler Corporation, U.S.A. and 


KIDS aon 


‘ rs 3 J oe an’ Oo) oe are used under license. OCHRYSLER CORPORATION 1996, 
<= —4 Chevrolet K-1500 Z71 and Body Design are trademarks of 
PlayStation coll Runs Unter Chevrolet Motor Division, General Motors Corporation, used 
: ES Re WINDOWS 95 www.accolade.com under license by Accolade, Inc. The Need For Speed is a trade- 


mark of Electronic Arts. 
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REMEMBER WHY YOU STARTED PLAYING VIDEO GAMES@INN THE FIRST PLACE? 


SO DID WE. 
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E The fun of yesterday's arcade is now more than a fond memory. 
Presenting Namco Museum Vol. 3™ for the PlayStation™. Six authentic arcade 
Classics that bring back the buzz of a bygone era. Galaxian™, Ms. Pac-Man™, 
Pole Position 2™, Dig-Dug™, Phozon™ and The Tower of Druaga™. Each great 
ame an exact translation of the coin-op upright, all the way down fo the arcade 7 
( ptions and dip switches. Namco Museum Vol. 3. Because fun never gets old. ~— 
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EXNEWS: Page ib 


Eric joins the permanent employ, Ben 
| kicks some Soul Blade booty, Sony 
rakes in the dough and RE2 delayed?! 


EXECUTE: Page 20 


Tons of codes from around the nation 
pour in and fill the mail bin to the brim. 
Check out the strategies for MegaMan 
8 and the walkthrough for Sentient! 


EXCLUSIVE: Page 32 


This month we take a good long look 
at what Activision has in store. Are the 
| third generation of PlayStation games 
| finally on the way? 


EXPECTING: Page 38 


As usual, we cram the pages full of 
games you can’t buy yet, just to tease 
you and make you want to subscribe. 


EXTREME: Page 50 


Psygnosis takes 3D gaming to new 
dimensions with Tenka. Don’t miss 
these pages, and for goodness sake, 
don’t tear them out of the magazine and 


put them up on your bedroom wall, 
make a color photocopy! 


EXRATED: Page 54 


Some of the worst games in PlayStation 
history grace the pages of EXRATED this 
month. Who'd have thought? All this 
trash in one month? Ahh, but there are 
still some gems inthe rough. | 
EXPORT: Page 78 


Take a look at what they’re playing 
oveseas. 


This month's cover story features 
Codename: Tenka, the product of Liverpool 
(birthplace of the Beatles), England based 
Psygnosis. This marks the first time we have 
featured a Psygnosis product on the cover of 
PSExtreme and, in preparing the game review, 
I was reminded of my first experiences with 
Europe's top game publisher. My Psygnosis 
experience began with purchasing the 
Commodore Amiga in 1987. As a matter of 
historical reference, the Amiga 500 set you 
back $500, plus an additional $500 for a 20 
Megabyte hard drive — it was the one true 
hard-core, advanced-technology gaming 
platform prior to Sega's introduction of the 
Genesis on American shores in 1989. The 
machine was capable of simultaneously 
displaying 512 colors, out of a palette of 4096 
and was built around a couple of custom 
graphics chips, as well as the Motorola 68000 
— the 7.14 Mhz workhorse 16-bit processor 
that was the brains behind everything from 
the Apple Macintosh to the Genesis. But, as 
Zach and Eric would say, I digress. 

The bulk of the gaming software that 
drove the Amiga came from a bunch of young 
British, German and French upstarts working 
in lofts, garages and their parents' homes. 
Among these visionaries were the original 
founders of Psygnosis. I can remember bolting 
from my 'real-job' (architect by day — gaming 
freak by night) to get over to Berkeley and 
the gaming heaven known as "Winner's 
Circle" — THE place to go in California if 
you wanted to but European import games. 
With no real American development taking 
place during 1987-88, this was THE place to 
be. 

One of the first titles I ever played on the 
Amiga was a little side-scrolling adventure 
known as "Barbarian" — it simply was the 
most amazing looking game that I had ever 


DIMENSION PUBLISHING, INC. presents 


seen. It was done by this company with an 
owl's head for a logo — kind of strange, but 
a cool game. With my first Psygnosis game 
came my introduction to British gaming 
magazines like "The One", "Amiga User" and 
"Amiga Format". I was hooked. Then, just as 
I was booting up great stuff like the US Gold 
translations of Sega and Capcom arcade 
games like Out Run, Super Hang On and the 
original Street Fighter, news leaked out of 
Psygnosis' next big project — something 
called "Shadow of the Beast". I can distinctly 
remember reading The One and its detailed 
feature of the technology going into Shadow 
of the Beast. While a few of us knew what 
"Parallax Scrolling" was (I had already been 
playing Sword of Sodan, with its two graphic 
planes scrolling right to left to give the 
impression of depth and three-dimensional 
space), what Psygnosis was about to undertake 
was downright revolutionary! 13, count-'em, 
13 planes of scrolling would be attempted in 
Shadow of the Beast — I had to have this 
game! Joining about 500 or so fellow Amiga 
freaks, I got on the waiting list for the Beast 
at Winner's Circle. The day I put the game 
into the ol’ Amiga floppy drive is still one 
of the most vivid memories I have in my years 
of gaming — the color, the detail, the DEPTH 
.. [simply couldn't believe my eyes! How 
did they pull this off? 

Add 10 years to this story and we arrive 
in 1997, with Psygnosis still pulling off 
amazing technical feats like Destruction Derby 
2, Wipeout XL and the brilliant Formula 1. 
What keeps them cranking out the hits? 
Besides a lot of talented people, my guess 
is that it is a love of games that all of us who 
produce and read this magazine share. Give 
this month's Extreme a look to see what 
they've got up their collective sleeves with 
Codename: Tenka. 


Dave 
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Uncontrollable 
compulsion 
to play Super 


a Puzzle Fighter 
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gloating, etc. 


Continue 
regimen 

of frequent 
game playing 


Defeat friends 
repeatedly to 
relieve anxiety 
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| CAPCOM is a registered trademark of CAPCOM CO., LTD. Super Puzzle Fighter is a trademark 
ter Entertainment, Inc. Sega and Saturn are trademarks of Sega Enterprises, Ltd. 
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ACTIVISION. 


INTRODUCING THE ALL-NEW MECHWARRIOR®2 
ARCADE COMBAT EDITION. 


REBUILT FROM THE GROUND UP. 


MechWarrior 2 has been fully customized for 
console systems. Built with 48 lethal missions — 
sixteen exclusive console scenarios, plus six 
training missions. Simplified controls, intense 
power-ups and turbo-charged AI for ultra-fast, 
shooter-style gameplay. Loads of ’Mechs per 
mission and enough firepower to obliterate 


anyone who refers to this game as just a PC port. 
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MECHWARRION 


SIST CENTURY COMBAT 


ARRIVES MARCH 28TH 


48 missions with awesome power-ups Ultra-fast gameplay packed with Advanced tactical artificial intelligence 
including Stealth and I: nvincibility! lethal missiles and ‘Mechs! and stunning 3-D texture-mapping! 
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This offictal seal 1s your assurance that this product meets the highest 


s of Sega™™. Buy games and accessories with this seal 


to be sure that they are compatible with the Sega Saturn™™ System. 


red trademark of Activision, Inc. © 1995, 1997 Activision, Inc. MechWarrnior, BattleTech, BartleMech and ‘Mech are registered trademarks of FASA CORPORATION. © 1995, FASA CORPORATION, PlayStation and 


n logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All other trademarks and trade names are the properties of their respective owners. All rights reserved. 
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Dear PSExtreme, 


I’ve had my PlayStation for 5 months now and 

your mag has been extremely (pun intended) 

helpful! My subscription card is in the mail. 

Now the questions: 

1. The rating for “Bogey: Dead Six” changed from 
80% (Silver) to 79% (Bronze) — is this a typo? 

2. What does the U/C designation stand for? 

5. Is there any product on the market that will 
store/organize memory cards? 

4. Wouldn’t it be cool if Sony made a television 
with a built-in PlayStation? 

5. Is there really a chicken in every issue? 


Sincerely, 
Gary from Cary 


1. You are very observant! We missed that. It’ll 
be fixed this issue. 

&. United States/Canada 

5. The only thing even close to that is the 
Memory Card Plus from Interact Accessories. 
It holds the equivalent of 8 memory cards 
worth of data. 

4. Greg thought that’d be so cool he went back 
into the warehouse and duct-taped a PSX to 
his Zenith! 

5. We can neither confirm nor deny that. 


Dear PSExtreme, 


I have a very minor question, but I am very curi- 
ous. In your January review of Cybersled, one 
of the screen shots has Namcot instead of Namco. 
I checked my version of the game to make sure 
it wasn’t there, and it wasn’t. Just curious. 


Thanks, 
Geoff 


Whoa! Is this one of those Star Trek episodes 
where they get stuck in a temporal distortion in 
space? That issue is over a year old! Get a sub, 
bub. In that particular shot, we used the Japanese 
version of the game, and thus the different 


spelling. 
Dear PSExtreme, 


I am writing to question what version of "NBA 
Live 97" Eric reviewed. Could it have been a pre- 
release version (Shame on you), or a pre-release 
version that EA told you was final (shame on 
EA)? I have no vested interest in the game's 
success, and enjoy both it and "In the Zone 2" 
for different reasons, but some of Eric's criti- 
cisms are based on problems that simply do not 
exist in the release version (as opposed to Dave's 
review of ITZ2, which praised and criticized accu- 
rately.) 
1) I have yet to receive two free throws after 
making a shot. 
2) The game features a useful "reorder roster" 
feature that works perfectly, so Eric's 


j _NDTES FROM THE (CUTTING) EDGE 
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guard/center trade problem shows a lack of 
familiarity with the interface. 

}) Rebounding is fine in this game...so good that 
I never noticed it, and the final stats are never 
one-sided. 

4) All players are easily stopped by simply tap- 
ping in the opposite direction on the 


gamepad...is that so hard? 

5) Some gamers prefer "low scoring" games 
to the score-when-you-want-last-team-with- 
the-ball-wins kind of game. My experience 
with "NBA Live 97" has scores consistent- 
ly in the nineties playing 8 minute quarters, 
which I wouldn't call low scoring. 

6) The pace of the players is just right...watch 
an NBA game and not a highlight film of fast 
breaks and you'll see that this game plays 
fine. 

I cannot believe Eric reviewed the same game 

I played. "NBA Live 97" is not perfect, and 

deserves criticism, but much of the criticism it 

received in your review was unfounded. If you 
are starting to review beta versions, watch 
out...there are more than enough of those mags 
around. 

Victor Wilcox 


Chicago, IL 
Eric says: 


Big Vic — Thanks for your response. It's nice 
to know some of you read for comprehension. 
First off, let me start by saying that we review 
only what the publishers deem "reviewable." If 
they think the version they have sent us is not 
ready for review, you won't find it in EXRated. 
Also, if there are changes to be made in the 
review version we are sent, the publishers will 
bring those changes to our attention . Let's go 
point by point, shall we? 1) I stated that you 
receive two free throws after making the bas- 
ket AND being fouled. 2) You are correct. My 
bad. 3) Rebounding is fine? How can you have 
played both In the Zone 2 and NBA Live 97 and 
say the rebounding in '97 is "fine"? Your opti- 
mism should be framed. 4) The players don't 
simply stop, they move forward with a 1/2 step 
kind of motion. Nothing quick about it. 6) Eight 
minute quarters? You must have the patience 
of Job. Just for you, I played a few games using 
8 minutes girs, and the game lasted 44 minutes 
(no time-outs, no subs)! I scored over 120 points 
in every game. High scoring, boring, and a waste 
of three hours of my life. 6) Pace of the play- 
ers? Maybe if it were a baseball game. I don't 
want to give you too much of my basketball back- 
ground, but let's just suffice it to say that I've 
played with guys named Reggie, Pooh, Kiki, 
Marques, Stacey, Jason, and a couple of clods 
named Magic and The Admiral. The pace of play 
with which you speak would make these guys 
want to run track. Again, thanks for the 
response, but ours are just opinions, based sim- 
ply on hours upon hours of playing the game 
and comparing them to products of a similar 
nature. By the way, where is Big Vic now? Did 
he eat himself out of the league? 
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Dear PSExtreme, 


First, I must congratulate you guys for the best Mr 


PlayStation mag ever. Only thing was I disagreed #~ 


with your rating of Street Racer. I rented it 


and my friend and I found some fun out of the #-~— — 


rumble. But forget that. Here are some ques- = 
tions. 7 
1) Will any war simulations come out like | 
Warcraft II: Tides of Darkness for PlayStation? 4 
®&) What does it take to get a letter printed? : 
}) What did you rate Resident Evil? 

4) I want to know once and for all if you can | 
be Darktooth or Darkside in Twisted Metal 2? « 


Sincerely, i i - | 
The Video Game Psycho, 4 


1) Yes. in 
2) You’ve gotta be a psycho gamer with good @& 
penmanship skills and a talent for butt- @ 


4) We’ve had people send us codes to do so, /™ 
but so far, none have worked. Now that’s a con- @& 
test winning code, if there ever was one. : 
Dear PSExtreme, 


It's about time! The real football game has final- 


ly arrived. Of course I'm talking about GameDay HP 
’97. Sony has done it again, they have combined MR 
lightining quick gameplay with authentic defense My 
and intense graphics. SinceI picked up my copy @ 
of GameDay ’97,I truely have not had any other 
game in my system, especially that embarras- @ 


ing game by EA — Madden 97. Don't get me a 


wrong when Madden came out I did play the 
game a, lot, but you never heard me say the game @ 
was anywhere close to being the best. Now that @e 
GameDay lined up on the 20 yd line with 7 sec # 


left in the 4th quarter down by 4 you know you’re @ 
going for it. All the action of real football is in @ 


this game. I hope that BA is paying close atten- Pe) 
tion to the elements that made this game so won- #F 


derful and try not to produce a game that will 
fall short again next year. Overall "I love this 
game. " 


I do have to point out a down side of Gameday 
97 though, what is Sony going to do next year 
to top this year's??? “ 
Kevin aka K9 out... @ 

NthaMail@AOL.com @ 


That’s some really great feedback, Kevin. Thanks. ## 
Can you say “Polygons?” a 


Address all mail to: 
EX Mail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: dd@quake.net 


Oops, that's not the right sport is it? % i 
By the way, where is Shootout 97? Unfortunately @ 
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> 12 different camera angles 
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PlayStation - 


Shelve the puny human routine. It’s pulverize or be pulverized 
when you become this mean green fighting machine. Go 
fist to fist with the entire Pantheon gang from Ajax, 
Ulysses, Hector and Adalanta to your own Future Imperfect self, 
The Maestro. It’s all part of mastering the puzzle. Not to 


mention, the finer points of smashing, crushing and pum- 


meling anyone Vas Ae cel cat 2 es Pur that gets in 


your way. So go & a ni ; = re AW ahead, burst a 


flew blood vessels. - Just not your own. 
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EIDOS HINT LINE 1-900-288-4263. 
Cost or Catt $0.95/mMINUTE/MUST BE 18 YEARS 
OR HAVE PARENT'S PERMISSION/TOUCH-TONE PHONE REQUIRED 


Marvel Comics, The Incredible Hulk and the distinctive likeness(es) thereof are trademarks of Marvel Characters, Inc. and are used with permission. Copyright © 1996 Marvel Characters, Inc. All rights reserved. Eidos Interactive is a trademark of Eidos, Pic. ©1996 Eidos 


SONY OF JAPAN: YOU 
DA MAN 


On January 6, Sony Computer 
Entertainment of America (SCEA) officially 
announced what was essentially already 
the case for months. Both SCEA and Sony 
Computer Entertainment of Europe (SCEE) 
are now reporting directly to Sony 
Computer Entertainment Inc. of Japan 
(SCEI — and I assure you that all these 
acronyms are just as darned confusing for 
me as they are for you). Initially, half of 
SCEA was owned by SCEI and the other 
half was owned by Sony Corporation of 
America. This wasn't a problem back in 
the days when SCEA was Sony Imagesoft, 
a bit player in the software industry. But 
as the company has grown into a multi- 
billion-dollar organization, the half-and- 
half chain of command became increasingly 
confusing. SCEI therefore bought the 
American division's half of SCHEA — and 
with it, presumably, full control of SCEE. 
Rumors had it that the power shuffle was 
also a way for Sony to get a tighter rein 
on SCEE, long considered to be the most 
independent of the PlayStation divisions; 
but that was quickly dismissed by SCEA 
spokesbabe Molly Smith, who told us, quote, 
"IT don't know where you heard that from, 
but — no." 

According to Kaz Hirai, Chief Operating 
Officer, Sony Computer Entertainment 
America, Inc.: "With more than 10 million 
PlayStation game consoles shipped 
worldwide, the transfer of ownership is 
a highly effective way of integrating the 
global PlayStation operations. Now that the 
reporting relationships will parallel the 
working relationships, we can better 
concentrate on expanding the PlayStation's 
leadership in North America and the 
world. " 

What does this juicy little news tidbit mean 
to friend and kin? Probably bubkus, but 
them thar' numbers is pretty impressive, 
Earl. 


SONY COMPUTER 
ENTERTAINMENT: THE 
$3 BILLION BUCK BIG 
BOYS 


Sony Computer Entertainment America 
rang in the new year by announcing that 
Sony Computer Entertainment, Inc. is 


projecting $3 billion dollars in hardware 
and software sales, worldwide, for the fiscal 
year ending March 31, 1997. To give you 
an idea of how significant this number 
is, sales projections for the industry as a 
whole in 1996 were in the $5.5 billion 
dollar range. If these numbers hold true, 
the PlayStation will have accounted for 
over 50% of total industry sales in 1996. 
This is a VERY significant number, 
particularly when you consider that Sony's 
market percentage, prior to November, 
1994, was zip, zilch, nada. Quite an 
accomplishment when you consider that 
they have gone from 'start-up' (although 
it's probably pretty difficult for most people 
to ever think of any division of Sony as 
a start-up) to market leader in just two 
years ... and we all played a part in their 
success. Hey, we all deserve something for 
that! Please excuse us while we partake 
of a little Martinelli's Sparkling Apple Cider 
— the nectar of the gods. 


PSEXTREME TO START 
A LITTLE TRSTS 


Beginning with this very issue, we will 
be providing you, our dedicated reader, 
with the latest NPD TRSTS Video Game 
Tracking Service data on the Top Ten selling 
PlayStation titles in North America. Because 
of the reporting method, the figures will 
always represent sales from a few months 
back. For example, this inaugural feature 
has sales numbers from October. Our April 
May issue should feature numbers for the 
entire year of 1996. TRSTS data is based 
on 9,450 retail outlets reporting — 
representing about half of the video game 
market. Without further a-do, here are the 
winners for November. 


TOP 10 BEST SELLING PLAYSTATION TITLES 
RANKED ON UNIT SALES 
NOVEMBER, 1996 


TITLE PUBLISHER 
1 Twisted Metal 2 Sony Computer Entertainment 
2 Madden 97 Electronic Arts 
3 Soviet Strike Electronic Arts 
4 Tomb Raider EIDOS 
5 Mortal Kombat Trilogy Midway Home Entertainment 
6 Crash Bandicoot Sony Computer Entertainment 
7 Tekken 2 Namco 
8 NHL 97 Electronic Arts 
9 NBA Live 97 Electronic Arts 
] 


O Destruction Derby 2 Psygnosis 


DIMENSION 
PUBLISHING NEWS: 
ERIC GOES FULL-TIME, 
BEN BEATS THE TAR 
OUT OF SOUL BLADE 
WANNABES! 


Foster City, CA — January 7, 1997: Eric 
Winding, Contributing Editor for 
PSEXTREME, since its inception, was 
rescued from a life of boredom selling light 
bulbs when he officially began work for 
the company on January 8, 1997. Eric is 
looking forward to the challenge of folowing 
in Dave's footsteps as the main sports guy, 
as well as his more taxing duties, which 
include cleaning toilets and washing Dave's 
car. Although we would've liked to have 
a little quotskie from Eric for the feature, 
he was unavailable for comment (read: as 
usual, his mouth was full of food). 

In other DP news, Ben Cureton Cyou know, 
the "I dub thee" dude) kicked some major 
booty at the Namco Soul Blade competition, 
held at Namco's San Jose, California offices 
in December. For his first place effort, Ben 
was awarded an awesome 87" surround 
sound-does everything but make you coffee- 
TV and was actually invited back to a 
software publisher's offices — huh, imagine 
that... 


RESIDENT EVIL 2 
DELAYED? 


The story out of Japan is that Biohazard 
& (Biohazard was the Japanese version of 
Resident Evil), which has already seen its 
release date pushed back from March 1997, 
to May, 1997 may be facing another delay, 
possibly until September, 1997. Capcom 
Entertainment knows that this one is going 
to be HUGE, so our best guess is that the 
delay is completely based upon the 
designers needing more time to make the 
game all it can be... we'll keep you posted. 
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O/D MIDWAY 


©1996 Midway Home Entertainment Inc. All rights reserved. Midway is a registered trademark of Midway Games Inc. Used by permission. Atari®, Asteroids®, Battle Zone™, Centipede®, 
Missile Command™, Super Breakout® and Tempest™ are trademarks of Atari Corporation. Asteroids©1979, Battle Zone©1980, Centipede©1981, Missile Command©1981, Super Breakout©1982, 
Tempest©1981 Atari Corporation. All rights reserved. Used under license. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 
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*(10) Orbitz bottle caps & video game proof required. Expires 5/15/97. Details inside video game. ID4 video game available 3/11/97. Wy 
© 1996 Twentieth Century Fox Home Entertainment, Inc. All Rights Reserved. “Twentieth Century Fox,” “Fox” and their associated logos are the property of Twentieth Century Fox Film Corporation. 
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Tilt FATE OF THE WORLD 
ON YOUR HANDS! = 


You're in the cockpit against Earth’s deadliest menace in this high-tech flight-based 


° game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 
City Destroyers deployed overhead by the massive Alien Mothership. As your : 
mission progresses from city to city, you fly faster and more heavily-armed planes, 
from the F-18 Hornet to the captured alien fighter from Area 51, building to a 


death-defying climax in a whiplash-paced assault inside the Mothership! 


Fly over 15 of the hottest fighter Blast your way through over Multi- ~player capabilities sill 
planes including F-18s, Soviet a dozen missions that take head-to-head combat. 
MiGs and Alien Fighters. you from the Grand Canyon, 
to Tokyo, to Paris. 


10.00 
MAIL-IN REBATE 


WITH PURCHASE OF 104 VIDEOGAME AND 
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¢ son Ton new RPG bars set | 


s Field I (that’s right, 
ei mos ah or, 1 eagle 


or, "het from the fur- 


cial ‘menu and you can 
e cheats. You have to 


ne Siilhy a ibe can ‘ann The only people not 
ire employees of Dimension. Publishing or ASCII 

ainment, their friends. family, pets and anyone they talk to or know 
jimension Pub T( taer abn Nid tg tale gi com 


1e ts. again. after each level — 
ng the next level to use © 


iru WN! : Pause the 
game and press SELECT, Le, SELECT, Ra, O, O, 


Pause the game and press 
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Pause the game and press 


PO RAD "Pause the game and 


Select Mission 


The Arc Hammer 


, Use this uae to access a 
level select: PANDLDQNYe. 


- There are 38 lightning 
bolts i in 1 this nifty side-scroller that you can 
collect to "purchase" power-ups from Dr. 
Light’s lab. Here’s where to find them all: 


After getting into the underground pas- 
sage, and after opening the doors in the tun- 
nel, go to the upper-left corner in the next 
area to find a hidden passage in the wall. 

Ride the moving platforms into the 
floor and a secret area. 

Directly in front of the underground 
passage exit. 


Use the Rush Cycle to jump the gap. 

Defeat the sniper and get the bolt 
behind where he was standing. 

Use the Mega Ball or Tornado Hold to 
reach the moving skull 


-: CODES, HINTS & TIPS | 


platforms, and use the Flame Sword on the 
barrel in the upper-left corner. 

Go right from Bolt 3 and quickly jump 
across the platforms to the 
bolt in the Lappe: oe corner. 


0 the first snowboard, jump onto the 
overpass and slide through. 

On the first snowboard, do NOT jump 
off the platform directly before the bolt. You 
drop on the underpass and collect it. 

Use the Mega Ball or Tornado Hold to 
reach the ledge. 

Use the Mega Ball or Tornado Hold to 
reach the second launcher. Press the button 
and walk left to ride the ice block to the bolt. 

Use the Astro Crush to smash through 
the floor inside the tower, then use the Flame 
Sword or Flash Bombs to smash the ice block 
with the bolt inside. 

Use the Flame Sword or Flash Bombs 
to break the ice block with the bolt inside, then 
use the Mega Ball or Tornado Hold to reach 
the ledge. 


Use the Mega Buster to smash the 
green blocks to uncover a passage, and use the 
Mega Ball or Tornado Hold to reach the bolt. 

Jump up the exploding platforms to the 
bolt. 

Use the Flame Sword to light the fuse 
and blow up the blocks between you and the 
bolt. 

Catch the bolt before the blocks 
explode. 

Grab the bolt and immediately jump 
back to the ladder as the blocks explode. 


In the first gusty area, jump from the 
second-to-last platform when it reaches its 
highest point. 

In the area of the airship just before 
the guardian, use the Astro Crush to smash 
the block in the ceiling with a picture of a bolt. 

After defeating the airship guardian, 
walk to the ledge at the end of the ship and 
catch it. 

Jump low off the moving platforms 
before the bolt to collect it. 


Use the Mega Ball or Tornado Hold to 
reach the ladder in the ceiling at the start of 
the stage. Kill the enemies to the left of the 
ladder and take the bolt. 

Go to the right of the ladder and kill 
the enemies, then use the Thunder Claw to 
swing over to the bolt. 


Use the Astro Crush to smash the 
cracked ceiling in the corridor after the mid- 
stage boss. 

Use the Tornado Hold to move the 


OUR GAME DEVELOPERS CREATED 
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BUT THIS TIME, THEY WERE LOOKING FOR 
SOMETHING WITH A LITTLE MORE EDGE 
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at Soul Blade. First, you'll 


be transported back to the [5th century. Then, you'll 


Master the Critical Edge 
for some pretty 
devastating combos. 


encounter ten of the world’s most awe-inspiring 


warriors as they engage in bloody pursuit of SoulEdge - the ultimate weapon. 


But, since only one warrior will find it, the battles are fast, fierce and furious. 


The characters battle fiercely 
in radically-styled armor. 


Intensified by the fact that the 


warriors can fight with a huge 


arsenal of intimidating weapons. 


\V Not to mention glowing 
* 


motion blurs, an 


authentic weapon-to- 
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a1 weapon combat system, polygon 
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A characters, real 3D backgrounds 


and a host of other awesome features. 


1 No wonder Soul Blade is a cut above. 
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yiked sphere in the lower-right corner, then 

e under the sphere to reach the bolt. 

4: Take the upper pathway to the first 

up of exploding platforms and keep going 

t to find the bolt. 

olt 4: Take the lower pathway Gf you used 
Astro Crush to get Bolt 1) to the second 

up of exploding platforms. Stay in the mid- 

reach the platform with the bolt. 

OMAN (4 BOLTS) 

it 1: Hit the switches to move the red and 
en pillars in your path. 

2: Quickly take it in the collapsing tower. 

bp Catch it while — across the dis- 


WOR DMAN (2 BOLTS 

1: Use the lower-lett transporter and look 
it in the middle of the area. 

, ®: Use the lower-right transporter and 

k for it at the in tei of the area. 
CHMAN (4 BOLTS’ 

a 1: : Look behind the os in the fore- 
round in the second part of the first area. 
olt 2: In the third part of the first area, use 
Flame Sword to burn the thorny plants in 
ie lower-right. 

3: In the third part of the first area, use 
1¢ Tornado Hold on the platform with the 
piked sphere hovering over it. Switch to the 
hunder Claw and use the hook to swing to 

ie ladder in the upper-right corner. 

t 4: Use the Thunder Claw to swing over 

1¢ spikes. Catch the second hook to swing 
nto the ledge with — bolt. 

HOOSE YOUR WEAPONS WISELY: Here’s a lit- 
list of which wawite acute best against 

ch boss, and the weapon you earn when you 
efeat that boss. 

ROLOGUE./FIRST STAGE: Use the Mega Ball 
gainst the Yard Crab. 

JNMAN: Use the Tornado Hold to earn the 
hunder Claw. 

ROSTMAN: Use the Flame Sword to earn the 
Wave. 

RENADEMAN: Use the Thunder Claw to earn 
Flash Bombs. 

NGUMAN: Use the Ice Wave to earn the 
ornado Hold. 

UO STAGE: Use the Mega Buster against Duo. 
2,OMAN: Use the Flash Bombs to earn the 
ro Crush. 

U . AN: Use the Astro Crush to earn the 


I: Use the Flame Sword to earn 
le boing poole: 

OF ,DMAN: Use the Water Balloon to earn 
Flame Sword. 
|: Use the Mega Ball on the Drop 
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UY STAGE 


2: Use the Astro Crush on the 


WILY 91 : Use the Mega Buster on the 


Bass and the Flash Bombs on the Cyclops. 

WILY STAGE 4: Refer to the guide above to use 
the best wane against each boss. 

WILY S' :: Use the Flash Bombs against 
Wily’s first rie and the Flame 

Sword against his second form. 
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RTED | }: At any of the menu 
screens except the main menu, press and 
release L1, R1, L2, and R& Cin that order) to 
access the Easter Egg screen. Now enter any 
of the following codes for neat effects: 
BAZOOKA, BLIZZARD, DEFENSE, FROG, 
GENIUS, JUICE, OFFENSE, OUCH, PANCAKE, 
STEROIDS, STRETCH, TOAST, TWISTER 


In the ener sor not 
NBA Jam and several of EA’s sporting affairs, 
Sony’s excellent skate & shoot sim lets you 
enter some of the programmers’ names to cre- 
ate particularly skilled players. Here’s how to 
do it. First, select the "Rosters" option from 
the main menu, then select "Create Player. " 
Enter any of these names: 

RAJA ALTENHOFF 

TOM BRASKI 

CRAIG BROADBOOKS 

PETER DILLE 

JOSH HASSIN 

JODY KELSEY 

TAWN KRAMER 

CRAIG OSTRANDER 

KELLY RYAN 

ALAN SCALES 

CHRIS WHALEY 


Give your player the following stats: Number 
1, Position F, Handedness R, Weight 150. Press 
A to exit, then choose the "Sign Free Agent’ 
option. The player you created is in the pool, 
and he has a rating of 99 — the highest possi- 
ble number — in every category. Sign the 
demigod player and you should have no trou- 
ble putting the biscuit into the basket with 
alarming frequency. 


HIDDEN CHARACTER: At the character- <a 
tion screen, ighlight Mamma and press 11, 
Rl, ¥, ¥,R1,0, L1, L LL. Alredttallodn floats 
from right to left and stops on Sister Magpie. 
Highlight the good Sister and the beloved 
Fwank from the original Loaded can be select- 
ed. 


O11 13 


, After the big head code in our 
Seieaany issue, we gotta follow up with the 
small head code. Before the start of a round, 


press and hold ©, START, 0, and O. Hold them 
all until the match begins and your fighter’s 
cranium will be exceedingly tiny. 


IIDDEN CHARAC'T : Remember the instruc- 
tiene we 2 dave you in n the January issue for 
finding the three hidden characters in the 
coin-op version of this great puzzle game? 
Well, now we finally know how to invoke them 
in the home version. (If you’re on the Player 2 
side, highlight Felicia instead of Morrigan, and 
press > instead of ©; all other instrructions 
are the same. ) . 
AKUMA: At the character-selection screen, 
press and hold SELECT. Press © once to high- 
light Morrigan, then press © three times, © 
three times, and an action button. You’re now 
in control of the "boss." 

DAN: At the character-selection screen, press 
and hold SELECT. Press © once to highlight 
Morrigan, then press © three times, ¥ three 
times, and an action button. You’re now in 
control of the lamest character in the game. 
DEVILOT: At the character-selection screen, 
press ome hold s Press © once to high- 
light Morrigan, then press © three times, 
three times, and press an action button at the 
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PlayStation... 


act moment when the timer hits 10 seconds. 


EL SKIP. pueng a any one of the one- vaseee 
es, press and hold the buttons in this 
fer: L1,R1, T and € on the control pad, A, 
, and . You hear an incredibly 
oying grinding noise if you did it right. 
ase the buttons and quickly press and 

, R1, ¥, A, and » on the control pad. 
hear a computerized "voice." Now you 
Skip to the next level by simultaneously 
ssing L.1, L2, Rl, and-R2, but the skip only 
rks if there are no enemies on the web. 
s, use the trick at the beginning of a level 
fore the enemies start appearing. 


our House 

IDDEN aed TERS: Oh, how I dream of 

e day when two steroid-abusing, pectoral-oil- 

sweat-dripping men beat the snot out of 

ch. other in my living room. But until that 

nagnificent dream becomes a reality, I’ll just 

ve to play this Acclaim offering. At the char- 

wcter-selection screen, press 7, ¥, Rl, 
. Two new wrestlers, Diesel and Razor 

on, are yours for the pickin’. 


PUSH ST 


TERNATE CHARACTER: Press and hold 
len choosing your character for a different 


rm every character’s "hidden" eighth 
pon in the Edge Master mode. Save the 
me after defeating the final boss and save 
he ame while you’re standing on Spain 


(Episode 7). Go to Italy (Episode 6), start a 
battle, and intentionally lose. Your character 
should do his/her "time over" animation. Now 
move to Episode 5 (the Colosseum) and win 
the battle to earn the final weapon. If you lose, 
reset and start again Closing at Episode 6 and 
moving to Episode 5). 

REPLAY CONTROL: During a replay, use the 
control pad to adjust the camera angle and use 
the A and B (CO and A) buttons to zoom in and 
out. 


® 
Sentient 
WALKTHROUGH: As part of my New Year’s 
resolution to provide at least one walkthrough 
in every issue of PS Extreme (yeah, I know 
it’s March, but in the alternate reality of mag- 
azine lead times, it’s January), here’s a step- 
by-step solution for Psygnosis’ truly unique 
adventure game. There might be slight differ- 
ences between this walkthrough and the final 
version, but not so big that you can’t figure 
them out. 
PART 1: RESEARCH 
Use the first-aid kit in your inventory on the 
wounded engineer. The healed gentleman gets 
up and gives you a shield activation key. 
Examine the rubble on the floor to find cloth- 
ing. Examine the clothing and pick it up. The 
engineer opens the door and walks through. 
Follow him through the zig-zag 
corridor. You run into two guards, one of 
whom stuns you, the big meanie. You enter a 
"dream maze." When you get through the 
maze, or when time runs out, you regain con- 
sciousness in the sick bay. 
Camik Seral asks your name. Tell him or give 
him your credentials. He tells you about a spe- 
cial guest, the name of whom appears in your 
list of special questions, and gets called to the 
bay by SUZIE. While he’s gone, talk to the engi- 
neer you saved. He says "We turn to the 
skies," which appears on your special state- 
ment list. Wait for Camik to return and ask 
him the special question about the senator. He 
tells you that the senator is on board, which 
appears on your special statement list. 
Camik leaves the room and asks you to stay in 
sick bay. Wait for Dr. Luvey to arrive. She asks 
you to fetch the radiation report and gives you 
a medical pass. When she’s done talking, leave 
sick bay, turn right, and walk to Room 243. 
Pick up Azzira’s report from the shower and 
read it to find a special statement. Leave 
Room 243, turn left, and follow the corridor 
through sick bay to Room 284, with two engi- 
neers working inside. Pick up the document 
behind one of the computers, then examine 
and read it for a special statement. 
Leave the room and walk directly across to 
Room 283. Take the document on the floor 
behind the computer. Examine and read it for 
a special statement. Leave the room, go to the 


inner ring, and enter Room 141. Say "Give me 
the Radiation report" to Malichek, who quick- 
ly complies and mentions that you should 
compare this with the Kenyon report which 
you already have. Return to Dr. Luvey and 
give her the Radiation report; when she asks 
for the Kenyon report, give her that, too. She . 
upgrades your pass to a higher access level 
before leaving to compare the reports. Follow 
Dr. Luvey to the Star Lab in Room 284, and 
stand next to her to hear the results. She says 
that she needs to see Azzira. The machine 
gives out a code that reads 'G...S... G... S..." 
Leave the lab and go next door to Room 282, 
picking up and examining both items on the 
floor. 

By now, you should have been told to visit 
Garrilac, either by the man himself or by one 
of the engineers in Room 284. If you HAVE 
been told, go to 18. If you HAVEN’T been told, 
return to Room 284. If the engineers are 
there, enter the room. If they say they need 
privacy, wait in the room until Garrilac 
arrives. If they tell you about Garrilac, go to 
18. If the engineers are gone, it means they’re 
looking for you, so walk around the research 
decks until they find you and give you the 
news. 

Now then. With the knowledge that you need 
to see Garrilac, go to Room 181 on Ring 1. 
You’re shot by an engineer and enter another 
"dream maze." Play through it or run out of 
time. You awaken in Room 181, where the 
engineer tells you about an experiment by the 
medical staff. When he’s done talking, go and 
see Garrilac, who’s in Room 312 of 
Engineering 1. 

PART 2: ENGINEERING 

When you enter Room 318, Garrilac asks for 
your help in uncovering all the nefarious plots 
happening throughout the station. Do this by 
reading off every one of your special state- 
ments, particularly "The ship’s orbit is 
decreasing," "The scientists are reducing 
orbit," and "Turn to the skies" (which is wise 
to say to ANY engineer at any time). You 
receive two new special statements from 
Garrilac, who asks you to help him blackmail 
Azzira into correcting the orbit. Give the 
Azzira report to Garrilac. He tells you to black- 
mail Azzira with it, returns it to you, and 
leaves the room. 

Leave the room and find Azzira in Room 271 
of Research Deck 1. Ask him "What’s happen- 
ing?" and he tells you about his mind control 
experiment, the Amemnesis Cradle. You earn a 
special statement. Say the special statement 
"Garrilac knows Kenyon plan" and he asks 
for proof. Say "I have Azzira’s report." An 
embarrassed Azzira gives you instructions to 
correct the orbit along with an unformatted 
disk. Take the disk to the Telemetry Control 
Board in Room 181 of Engineering Deck 1. 
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Auto Reload Player 1:..........8006D034 
Auto Reload Player 2:..........8006D0E0 
Infinite Grenades Player 1: ....8006D038 
Infinite Grenades Player 2: ...«8006D0E4 
Infinite Health Player lz... .8006D060 
Infinite Health Player 2: ......8006D10C 


0008 
0008 
0001 
0001 
0004 
0004 


Infinite Health Player 1:......800DC784 0009 
Infinite Blaster Ammo: .........80095108 
“Infinite Mines: ..............--8009511C 
Infinite Shields: ..............80095128 
Infinite Thermal Detonators: ...80095114 
Level Select: .........+++s+++%+80010018 O00F 
Assault Cannons «+. ++++-+.+++.-800950B2 FFFF 
Assault Cannon Ammo: ...........80095112 03E7 

Stouker Concussion Rifle: ......800950AE FFFF 

‘Infinite Cells: ..............--8009510C 03E7_ 
Red Key: ..s..ceecseseeseecee+++800950B6 FFFF 
Yellow Key:.....2+.s+.ss++++++-800950BA FFFF 
Blue whic A yrs re +8 <4 800 208R FFFF © 


03E7 
03E7 
0064. 
03E7_ 


Infinite Turbo: . foes. se . 80176700 0004 - 


weg OY, beccsseeee+6B00C2188 0064 
Infinite ‘Flamethrower: senseess~800C2174 OOFA 
‘Infinite Grenades: seceessecses 800C2184 0064 
Infinite Homing Missiles: ......800C217C 0064 
Infinite I10-Storm:............-800C218C 0064 
Infinite Missiles: .............800C2178 0064 
Infinite ihe seeeevesee+800C2180 0064 


Infinite Balls:............-.--800631D8 0001 
‘Maximum Bonus: ‘ Pa bie'd 6's s vireo PBOUDO S208 000A 


‘Infinite Ammort .........++.+++-800C07¢C 1000. 


Infinite Fire Missles:.........801882E8 0063 
Infinite Homing Missiles: ......801882EA 0063 

Infinite Remotes: ..............801882EC 0063 | 
Infinite Power Missiles: oeeeee eB801882EE 0063 | 
Infinite Napalm: .............--801882F0 0063. 
Infinite Richochet:............801882F2 0063 | 
Infinite Lightning: ............801882F4 0063 
Mega parka ape Fire: s+ ee++ + 801882FE 0000 


Infinite Health Player a seve 8006F4A0 0078 
! Infinite a er 2:...++-B006F4A8 0078 


THE TRADE 


Use the disk on the machine to fill it with data. 
Pick it up from the ground after it’s ejected. 
Take the orbital disk to the Captain’s office in 
Room 268 of Geodome 3. Use the disk on the 
Captain’s terminal in the far left corner (as 
you enter the room) and pick it up from the 
ground after it’s ejected. Take the disk to 
Garrilac, who might be found in Room 141 or 
Room 823 of Engineering 1, or walking 
between the two. You might also peek into his 
quarters in Room 312. 

Give him the disk and he heads for Room 141 
to input the data. Follow him there (unless, of 
course, you're already there). Wait for him to 
thank you again and send you to see Aztik. Say 
We turns to the skies" and go to Aztik in 
Room 372. If he’s not there, wait for him. (He 
starts going to his room at the same time 
Garrilac is using the disk.) When he arrives, 
say "What is happening?" 

Aztik tells you about a woman named Hamie 
Lucis and advises you to see her. Ask him 
"What do you think about Ramin Jurell" (the 
chief of security) and "What do you think of 
Tamorin Aidan-Edgill" (the senator). He gives 
you very useful information about both. Tell 
Aztik "Turn to the skies" and go to find Hamie 
Lucas. 

From this point, you can reach a whole load of 
different endings, so save the game. This walk- 
through takes you to the "Alien 
Communication" ending, but replay the game 
from here and try different things for different 
endings. 


Hamie Lucis is in Room 242 of Research 3. 
(You might walk the wrong way down the deck 
and end up at a wall; if you do, just turn 
around and walk back around the deck.) She’ll 
be in the shower, so walk into the shower (I 
love this game!) to speak with her. Say "What 
is happening" and she tells you about Geodome 
e, then asks you to see Gunny and Yorry. Say 
"What is the status of tree growth" and she 
tells you it ain’t good. She also mentions that 
you’re gonna need a radiation suit, and that 
you should take hers. The suit is in the corner 
of the shower. Take it and go to Room 161 of 
Geodome 1. Talk to Yorry the gardener and he 
asks you about his plants. Tell him that the 
tree growth room is irradiated. He suggests 
pesticide. Go to Room 161, take the pesticide, 
and examine it to earn a special statement. 
You need to enter Geodome 8, but you don’t yet 
have access. Go to Geodome 3 and put on the 
radiation suit. There’s a female security guard 
patrolling the deck who gives you access when 
she sees you in the suit. Stand near a teleport 
and wait for her to walk past you. After she 
gives you access, enter the teleport and go to 
Geodome &. Don’t waste time, because your 


access only lasts for a short while. 
Geodome 2 is pitch-dark, so let’s turn on the 
lights. There’s a light switch on the second ring 
in the corridor called the UTILITIES node. 
Stand it front of it and raise it to full. Don’t 
accidentally use the FOOD AND RECREATION 
node by mistake. Gunny travels between two 
rooms. Try Room 362; if he’s not there, try 
Room 3635. You might even pass him in the 
corridor. When you find him, give him the pes- 
ticide and tell him to use the pesticide on the 
botany control board. Make the special state- 
ment "Pesticide works better in a cold environ- 
ment." He says that he won’t use the pesticide 
until he feels the temperature dropping. Head 
for Room 263 of Research 1. Use the ATMOS- 
PHERE NODE and slide it all the way to the 
left. 
You receive a message from SUZIE that the 
radiation has decreased. Return to the Star Lab 
in Room 284 of Research 1, where Dr. Luvey 
took you after you gave her the reports. If you 
were quick enough following the steps above, 
you should hear three messages from SUZIE 
about Xexor, the sun. If you enter the Lab and 
don’t get the messages, walk into Room 283 
and pick up the message printout in the left 
corner. Pick it up and examine it. Either of 
these events give you the special question "Is 
the sun trying to communicate?" If neither 
event occurs, wait around in the Star Lab until 
you receive the messages. 
When you have the special question, go to 
SUZIE in Room 141 of Geodome 3 and ask her 
"Is the sun trying to communicate?" She’ll 
talk for a while about messages that she can’t 
decode. Ask her "What’s happening?" and 
"What should I do now?" and she recommends 
that you chat with the Navigator. Go to the 
Navigator’s quarters in Room 251 of Geodome 
1, Examine the book of Braille on the floor, 
then scan it with the mobile scanner. Take the 
book with you if you like. Now go to Room 242 
of Geodome 3, which has a glass floor. Use the 
mobile scanner on the machine on the left as 
you enter (it looks like a wall). SUZIE can now 
decode the alien messages, which takes a short 
while. When she’s done decoding, she calls you 
to her room. Return to Room 141 and she tells 
you that beings from the sun are trying to 
save the station. Go to the Main Science Lab in 
Room 161 of Research 1 and use the large 
machine in the middle of the room. 
_— Ge Paw 
game all _— ee ie 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
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_ Drop that remofe. Two action-packed Star Wars games have arrived - speciatle enhanced for ttt 


PlayStation® game console. Dark Forces™ surrounds you with its visceral brand of first-person fire- 
power, while Rebel Assault II: The Hidden Empire™ launches its perfect combination of live-action 


video and intense space combat. Two thrilling Star Wars experiences - both designed to take maximum 


. advantage of the power found in Sony's stellar game mye Who Said there s nothing <asie on ID? 
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One of the many perks to being 
Editor-in-Chief of this “humble-yet- 
loveable” magazine is the opportu- 
nity I get to meet with the various 
video game publishers and devel- 
opers, around the world, and wit- 
ness their hard work and efforts 
first-hand during the arduous 
process of the development cycle. 


OST WORLD 


Such was the case, last December, 
when I took a jaunt down to L.A. 
to visit with the energetic and enthu- 
Ssiastic folks at DreamWorks 
Interactive. The main reason for my 
trip down, was to get an early look 
at their first title for the PlayStation. 
I’m sure, if you’re familiar with the 
three main partners involved with 
DreamWorks, then you already know 
what the game is, if not, just take a 


look at the screen shots and con- 
ceptual art on these pages and I 
think you’ll be able to figure it out. 

Loosely based on the upcoming 
movie (which will be hitting screens 
everywhere this Memorial Day), 
Jurassic Park: The Lost World is a 
high-intensity action/platform game 
in which players assume the roles 
of five different characters, human 
and dinosaur alike, in an environ- 


ment of escalating chaos. You start 
the game off as a Compy, the small- 
est Dinosaur on the island, where 
the objective is to stay alive and 
learn to react to the hostile envi- 
ronment. Things quickly escalate 
from there and you’ll get the chance 
to go from hunted to hunter with 
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the opportunity to control not only 
a blood-lusting Velociraptor, but the 
fearsome T-Rex as well. Tell me, 
how cool is that? 

Although, at this point, The Lost 
World is still early in the develop- 
ment process, it’s extremely evident 
that it is going to be a high-quality 
game. The animation alone, on each 
of the Dinosaurs, is the most fluid 
and realistic that I have ever seen. 
The programmers have created a 


(continued next page) 
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cutting-edge animation system with 
the ability to morph between each 
move. So, let’s say you’re moving 
your Dinosaur to the right and have 
to roll out of the way of a huge 
Brachiosaur’s leg. Then, in the mid- 
dle of your roll, you have to jump 
to avoid hitting a rock. With most 
games, you’ll see the animation 
start for the roll, stop in the mid- 
die of the action, and then, in one 
jerky frame, change into the ani- 
mation for the jump. Not the case 
in this game, as your character will 
seamlessly morph from one move 
to the next — you have to witness 
the Dino’s reactions and movements 
first-hand to get the full picture, 
but, believe me, it’s truly remark- 
able. Complimenting the animation, 
are striking 35D graphics, with tex- 
ture-mapping that is unrivaled by 
anything currently available on the 
PlayStation. 
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Since it’s a little too early to com- 
ment on the gameplay, we’ll leave 
that for the next few issues, as 
there will be plenty more to cover 
before the game is released this 
May. One thing’s for sure, Jurassic 
Park: The Lost World will be one of 
the titles to look out for in ‘97 

Greg 


UIT 


EIGHT LEGS 


AND HEAVILY ARMED. 


You're trapped in the body of 
a cyborg spider. Creeping 
down drain pipes. Crawling on 
ceilings. Wandering through 


over 30 levels in six 3D worlds. 
You're picking up missile 
launchers, slashers and other 
deadly weapons as you 


fight cyber rats, mantises and 


wasps. Needless to say, 
you're not an itsy bitsy spider. 


SPID 


PlayStation and the PlayStation logo are trademarks of 
Sony Computer Entertainment, Inc. Spider: The Video 
Game, Boss Game Studios and the Boss Game Studios 
logo are all trademarks of Boss Game Studios. The BMG 
logo is a trademark of BMG Music. All rights reserved. 


PlayStation 


ACTIVISION TIMELINE 


1979: Activision opens its doors as the first _ 
independent developer and distrib- 
utor of entertainment software. 


1980: Activision launches the first in a 
series of multi-million selling Atari 
2600 titles, including the Pitfall! 
series, followed by Kaboom (1981) 


and River Raid (1982). 


The first officially published version 
of the text adventure game, Zork, 
is introduced by Infocom. It is fol- 
lowed by four sequels and two spin- 
offs, Enchanter and Sorcerer. 


Activision becomes publicly held 
(Nasdaq: ATVI). Revenues exceed 
$150 million. 


Activision purchases Infocom. 


1982: 


1983: 


1987: 


1988: Activision changes name to 
Mediagenic and broadens focus to 
include business application soft- 


ware. 


: BHK Corporation purchases a con- 
trolling interest in Mediagenic. 


The Disc Company (later redesig- 
nated TDC group) is merged into the 
Mediagenic family as a revenue 
source and to provide access to cap- 
ital. Mediagenic is renamed 
Activision and is restructured. 


1992: 


19928: Activision relocates to Los Angeles 
from northern California to be clos- 


er to the Hollywood talent base. 


Activision releases Return to Zork 
as the first fully interactive MPEG 
adventure game. 


Activision signs agreement with 
Universal Pictures to develop fea- 
ture film based on Spycraft: The 
Great Game 


Activision signs agreement with 
Threshold Entertainment to repre- 
sent the Zork franchise in connec- 
tion with television, motion pictures 
and merchandising. 

Activision acquires PlayStation rights 
to Crystal Dynamics' action-adven- 
ture game Blood Omen: Legacy of 
Kain, for the United States and 
Canada. 


Activision enters distribution deal 
with Parsoft Interactive to acquire 
Windows 95 rights to three flight 
simulation games. 


Activision acquires minority equity 
interest in Titanic Entertainment. 
Titanic is developing a networked 
strategy game with full Internet sup- 
port, exclusively for Activision. 


1994: 


» 1996: 


1996: 


1996: 


1996: 


1996: 


Spotlight on: 


ACTIVISION. 


a Conversation with 
Activision's CEO, Bobby Kotick 


PSExtreme: How are you positioning 
Activision in the console marketplace in 1997? 


Bobby Kotick: Our focus in '97 is on the 
PlayStation, and on producing titles that are 
of the highest quality. Consumers will see 
fewer games from Activision in '97, but what 
we deliver will be the best product we are 
capable of delivering. We are going to spend 


a lot of money to make 
and market our prod- 
ucts, and we will focus 
on developing original 
intellectual properties. 
Pitfall 3D, Mechwarrior 
& and Apocalypse are 
great examples of this 


philosophy. 


a. 


Bobby Kotick 


PSEx: Where do you see the gaming mar- 
ket going this year? 


BK: In 1997, we believe that 65% of our soft- 
ware will be sold to PC game players, with 
45% of our sales generated by next genera- 
tion consoles — the majority of these sales 
occurring on the PlayStation. We have looked 
at Nintendo 64, but the business model sim- 
ply does not work for our company in 1997. 
The technology is intriguing, and we will con- 
tinue to look at it, but the worldwide installed 
base is not where it needs to be, given the 
slim margins that developing on this plat- 
form allows. In 1998, the PC/console per- 
centage breakdown will be closer to a 50/50 
split. 

Our goal is to maintain a 67% gross mar- 
gin and to focus on the core consumer. Since 
I've been at Activision, we have grown the 
company's revenues an average of 50% per 
year — to the point where we are now a $100 
million company. We plan to continue this 
growth by investing our money in great prod- 
uct — I think Apocalypse is a good example 
of this philosophy. 


PSEx: Can you tell us a little about 
Apocalypse? 


BK: The story of the game is still evolving 
(the game is scheduled for an October 1, 1997 
street date), but it is, essentially, a real-time 
SD action game with a plot that involves the 
potential end of the world. We have invest- 
ed $4 million in the production of Apocalypse 
and the game will feature Bruce Willis as the 
player's on-screen buddy. The imagery and 
story line are very dark and Bruce will play 
a VERY active role in the player's success or 
failure. 


PSEx: You are known within our industry as 
one of the few executives with a gaming back- 
ground. What game, or style of game, has 
shaped your feelings about interactive enter- 
tainment? 


BK: While it is really difficult for me to nar- 
row the list down and pick just one game, I'd 
have to go with the classic text adventures 
and, more specifically, the "Hitchhiker's 
Guide to the Galaxy." This is the game that 
has had the greatest impact on me. 


Bobby, we thank you for your time 
and for your insights into Activision's 
plans for the future. 
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Football too slow for you? Rugby 
not brutal enough? Baseball too 
boring? Well, Psygnosis just 
might have the solution to your 
problems. "League of Pain" is 
a futuristic take on the whole 
idea of sporting events. League 
of Pain casts you in the role 
of a member of a professional 
underground gladiator type 
sports team. Similar to 
Accolade's Pitball, League of 
Pain allows up to eight play- 
ers to compete against each 
other in a brutal combination 
of hockey, basketball and a lit- 
tle street fighting. Like tradi- 
tional sports video games, there 
will also be a management sim 
that allows you to customize 
players stats and teams, and 
basically do your best imitation 
of Bill Walsh that you can 
muster, by editing team char- 
acteristics such as stamina, 
speed, etc. Of course, it's not 
just your typical sporting skills 
you'll need to kick some futur- 
istic butt, you'll also need some 
basic combat skills as well, as 
there are no penalties for 
unnecessary roughness. With 
16 different teams to choose 
from and link compatibility, 
League of Pain could be the 
party game of choice. Look for 
a complete review next month. 
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game twice. 


Sentient: the adventure of a lifetime — everytime. In Sentient, you’re a space 
station engineer with some major problems on your hands. Solving them 
requires interacting with over 60 characters in over 200 unique 
locations. And with sophisticated artificial intelligence, Sentient’s never 
the same game twice, which means you better say all your goodbyes before 
you turn it on. Sentient. It’s a sci-fi adventure of infinite proportions. 
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All of you 3D0 refugees out 


| there will be happy to know 
| that Electronic Arts is 
| putting the finishing touch- 


es on the sequel to one of 


| that systems best games. 
| Need for Speed for the 
| PlayStation was pretty much 
| a direct port of the 3DO ver- 


sion; but Need For Speed 8, 
due out this spring, will be 
an entirely original title with 


| updated tracks, cars, graph- 
| ics and sound. There is no 


shortage of quality driving 
games on the PlayStation, 
and the arrival of a truly 
new version of Need for 


: Speed should only enhance 


the quality of that library. 


| The look and feel of the game 
| will remain true to the orig- 
' inal, as you drive some of 
| the worlds most exotic cars 


down some of the most 


breath taking scenery in the 
world. Throw in some cool 
| tunes, a little competition 


and some 60 frames per sec- 
ond action and KA may reign 
supreme. Although these 
shots are very early, it looks 


like they're on the right 
| track (pun intended). Stay 
| tuned for more information. 
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Soon you will be able to feel 

the power of Psygnosis' 

Thunder Truck Rally on the 

Playstation. This off-road 

vehicular rampage offers 

gamers the choice of 

manuevering a monster 

truck or sporty dune buggy 

on a variety of terrains. 

There are a dozen different 

practice routes to master 

before facing the ultimate 

challenge: the Thunder Truck 

Rally Endurance Race. This 

event will have gamers rac- 

ing over a Simulated 500 

miles through all the mud 

and muck that, previuosly, [@isMised ie se-y cu eae Brig Vie wk sais A 

only someone with 60" tires | ,RiiSieicsss Tai Seale 3 By 2 pl 

could appreciate. There will | gir fe catia) san or 

also be a couple of events == BS 

for all you wanna be Big Foot 

drivers out there — the 

Stunt and Challange Modes. 

Here the gamer will be able 

to crush cars and garner 

points not unlike Destruction 

Derby. Which makes perfect 

sense, as the creators of 

Thunder Truck Rally are also 

the ones who brought us the 

award winning Derby series. 

Look for a complete review 

in an upcoming issue, when A 
POSITION 
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So, you're probably saying to your- 
self, you know, I'd like a chance to 
be Will Smith, so I can hunt down and 
kill those skanks who blew up the 
White House. Well guess what, thanks 
to Fox Interactive, you may get your 
chance. Independence Day for the 
PlayStation is set for a March release. 
This arcade style flight sim has you 
| engaging in Dog Fights from New York 
Sa ee ee ee | to Antarctica. With over 13 levels of 
~ eS go anywhere 5D environments, 
= _ Independence Day should pack quite 
a wallop. In addition to the typical air 
borne mayhem, you also have to 
accomplish your mission objectives 
before you'll get the opportunity to 
destroy the alien cruisers. To do this, 
i you'll have 10 different aircraft to 
Piss i | choose from, including the awesome 
A-10 Thunderbolt. (You know, that 
Ie ia tank killing beast from the Gulf War!) 
eagae, = . i If Independence Day is anywhere near 
" ~—soabit PRLE Ee . the quality of Die Hard Trilogy, Fox 
4 , ef ' ! will have another hit on their hands. | 
DESTROY 3 But we won’t know that until we get "cute a 
a review copy, will we? Stay tuned, 
we'll have it for you next month. 
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aceicrane, |i Crypt Killer, Konami's 
‘BUT ” E> | ' arcade smash hit, is finally 

—~ | making its' way to the 
PlayStation. If you don't get 
to the arcade much, allow us 
to bring you up to date. Much 

| like area 51 by Williams/ 

| Time Warner/Midway, Crypt 

| Killer is a light gun sup- 

' ported shooter that has you 
hunting down all sorts of 
rather haunting adversaries. 

' Instead of Aliens, however, 

| you'll be shooting at mum- 
mies, knife wielding skele- 
tons and various and sundry — eee 
other hooligans from the |g _— onal 
crypt. Style wise, it's your As AU eo 
classic arcade shooter: shoot (= ==—=te—= ke 
them before they shoot you. 
If you're really good, you'll 
find some hidden levels and 
bonus areas to test your skill 
even more. The game was 
designed to be used with 
Konami's new 'Justifier' 
game gun, but can support 
the other peripherals as well. 
As of this writing the game 
was almost complete, so we 
should have a thorough look- 
sie in the April issue. If you 
can't wait that long, take a 
trip to your local arcade and 
spend some quality time 
with the original. 
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T° HQ ¢ AVAILABLE MARCH 


XPECTING ¢ Page 45 — 


Based on the K-1 Grand Prix, T*HQ 
will be releasing "K-1, The Arena 
Fighters" this Spring. Developed exclu- 
sively for the PlayStation, this mar- 
tial arts style fighting game is based 
on the real thing. The game combines 
high impact, fast action kick boxing, 
Kung Fu, and Kempo with true 3D 
graphics and realistic sound effects. 
The gamer will have his/her choice of 
eight actual fighters from the sport of 
Kick Boxing, (sorry, no Chuck Norris) 
each representing their own country 
and coming equipped with their own 
signature moves. K-1 also comes with — ag 
a 360 degree roving camera to allow | muta ewe |! 48 
access to the entire field of view,and j E we . 

a, blow by blow instant replay feature ? 
to help you see the error of your ways. 
You'll have your choice of four dif- 
ferent play modes, including tourna- 
ment and team battle. We see a lot 
of potential in this title, and are eager- 
ly waiting our chance to go a few 
rounds with the reviewable copy. 


Date of Birth / Jaly Tt 1969 
Country ‘ Suriname 
Height / 190cm 


Weight / S3kg 
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| Mimi, and long pieces of stale 
| bread called baguettes, is 
' where Psygnosis is finishing 
'up their new adventure 
F game, "The City of Lost 
| Children." In the grand style 
| of Resident Evil, Lost 
| Children will incorporate life- 
| like hi-rez graphics with an 
| intriguing story line. The 
| Playstation title, due out in 
| early spring, is based on the 


French film of the same 


| name, and the artistic direc- 


tion is being overseen by a 
creative cinematic author 


® which should truly enhance 
| the final look. The attention 
| to detail is evident through- 
out the game, as the motion 
| captured characters are visu- 
ally stunning and the back- 


drops are all authentically 
reproduced from the origi- 
nal movie set. The basic 


| premise is that a mad sci- 


entist began creating people 


| from test tubes, and one of 
| them can't have dreams; so 
| he sets out to kidnap the chil- 
' dren of the city in order to 


steal their dreams. It does 
get more complicated, but we 


| have limited space here; we 


Pliner nae 


: will give you all the glorious 
| details when we review it in 
| full, in an upcoming issue. 
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Psygnosis, the undisputed king of dri- 
ving games, is putting the finishing 
touches on a top down racer that is 
set for a March release. "Rush Hour" 
takes the classic arcade driving style 
and updates it with 3D technology. 
Although it's an arcade style game, 
the emphasis is on racing. There are 
no power ups or other distractions; 
it's pretty much just you and the clock, 
mano y mano. Rush Hour will feature 
realistic car handling, with true col- 
lision behavior and a sprinkling of 
jumps to keep you alert. Because of 
the top down nature of the game, you 
only get one camera angle; however, 
there is a zoom feature that allows 
you to get a little closer, or farther 
away, to the action. Hight different 
tracks and 15 different vehicles should 
keep your attention for awhile, and 
the two player mode is always good 
for a grudge match or two. Given the 
fact that just about everybody at 
Dimension Publishing is a racing freak, 
you can rest assured that we'll be all 
over this one, when we get a review- 
able copy. 


ER, IME 


aaa 


S) 


it | | 
| ULI 


AVA AILAE 3LE MARCH | 


Senne is set to weleass — 
_ sequel to last year’s popular 
| basketball title, as NBA 
Shootout ‘9'7 should hit retail 
shelves in early spring. The 
original Shootout was hailed 
| for its arcade like playabili- 
| ty and superb graphics. The 
| latest version looks to have 
these same stellar qualities 
as well as smoother and 
| quicker player animations. 
| The biggest drawback to the 
original was the complete 
lack of a statistical tracking 
» database. That has been cor- 
—& vected for ‘97, with the devel- 
# opers adding a complete 
| database. There will also be 
| the ability to create play- 
| ers — a missing design ele- 
ment from the previous 
version. NBA Shootout ‘97 
| will also sport the NBA 
| license and Players Associa- 
tion license as well. With the 
recent release of NBA Live 
‘9'7 and In the Zone 2, Sony 
will certainly have their 
hands full trying to achieve 
the same sucess they had 
last year. We will let you 
know, in our April issue, how 
Shootout ‘97 stacks up to the 
sini diana 
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“One of the longest, toughest, most violent shooters ever.” 


©1776 Konami of America Inc. Project Overkill is a trademark of Konami Co, Ltd. PlayStation™ and the PlayStation™ logos are trademarks of Sony Computer Entertainment, Inc. 


“Overkill is not only finely tuned and balanced, 
but a godsend for those fond of 40+ levels of 
blasting carnage." 


GameFan 


“A must for lovers of challenging, violent games." = | oe < 


“Hot rendered graphics, crazy transparencies, : 
burnin’ music. Another fine Konami effort." Dee 
GameFan 


"Overkill offers hours of blood-drenched fun, 
and there's plenty of replayability...hundreds 
of hidden areas." 
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We have had extended time with the | 
NOt quite-reviewable version of Codename: 
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Tenka and have found it to uphold Psygnosis 
high technology standard. The game 

-—™ features o lot of curved and smoot 
~ surfaces, with a high level of graphic 
W detail and colorful environments. The 
gameplay is of the tried-and-true variety 
not straying too far from the successful 
gameplay elements brought to life by the 
other games mentioned above. The player 
must move through levels, throwing switches 


and collecting ~olored keys while disposing 


J 


of numerous | yman/ mechanical ba 
guys. Players can jump, Fun, strate, 
duck/crouch and look up and down. 


There is also a radar feature and power-ups for 


health, shield energy, weapon power UP cubes, 


etc. One of the game's unique, and coolest features 
‘< that there is no Map in the game. {I have always 
though that the ‘~clysion of a map In a first-person 
adventure, while welcome as icheat', kind of 
blows the whole ‘llusion of ‘being there!) Instead, 
the player has the ability to drop homing signals 
that produce an gudible 'beep’ — kind of a 
'90's version of bread crumbs. 

While the game can not be considered 
revolutionary, it looks to be a high caliber 
product that is very fast, smooth and 
attractive, and that will appeal to fans of the 

first-person chooter. We will have more 
on Codename: Tenka when we review it in 

next month's EXRated. 
Dave 


In the world of PC gaming, Texas-based 
Origin Software is known as a leader and 
innovator of high-caliber/high-quality 
games. Besides their ever-successful Wing 
Commander series, they have created quite 
a few “Gold status” PC games that I’ve 
thoroughly enjoyed over the last few years. 
One title, by the name of Bioforge, would 
have been right up there with Resident Evil 
if it had been converted onto the 
PlayStation. But, alas, it was not meant to 
be. Thankfully, another, Crusader: No 
Remorse, was brought over and, if you find 
that your gaming tastes mirror my own, 
this game is definitely for you. 

The thing that struck me about 
Crusader, when I first played it, was that 
it brought back fond memories of the types 
of games I used to play and enjoy, way 
back when, on machines like the 
Commodore 64 and Apple II plus. A lot 
of those titles were highly original, inven- 
tive and brimming with ingenuity (such as 
one of my all-time favorites, the original 
Castle Wolfenstein) and it is clearly evi- 
dent to me that these titles were also some- 
what of an inspiration to the programmers 
and coders over at Origin, who have suc- 
cessfully brought together all of the impor- 
tant and necessary factors, old and new, 
to deliver a near-perfect gaming experi- 
ence. 

In Crusader, the story plays an inte- 
gral part of the game and wasn’t thrown 
in as an afterthought like so many other 
titles. It’s well thought out, extremely 
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© 1996 Origin Systems, Inc. = 
_ Allrights reserved 


detailed and unfolds like a movie, via a few 
necessary full motion video clips. In fact, 
this is one of the few times that the use of 
FMV actually works, rather than making 
it a cheesy experience. 

Set 200 years into the future, the Earth 
is now run by the World Economic 
Consortium (WEC) — a conglomeration 
of all of the World’s governments dedi- 
cated to imposing its own brand of order 
without any regard for the will of the peo- 
ple. Any free thoughts or actions are ruth- 
lessly put down by the Silencers — an elite 
military corps. You, by the way, are one 
of them, but you’re tormented with your 
victim’s screams with each and every 
thought. You’re supposed to be incorrupt- 
ible ... But this can’t be right. As a last 
ditch effort, you have decided to rebel 
against the oppression and right the wrongs 
you once fought for. 

The basic goal in Crusader is to suc- 
cessfully complete a series of 15 different 
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missions, each with a variety of differ- 
ent objectives. Most have you infiltrating 
factories or processing plants in an effort 
to retrieve certain data files or rescue pris- 
oners being held hostage. The cool thing 
is, it’s up to you to decide how you go about 
it. You can opt for the more 
covert, stealth-like course of 
operations, where you try to 
get through the level without 
alerting too many guards and 
setting off too many alarms, 
or you can take the more thor- 
oughly enjoyable route and 
blow the living crap out of any- 
thing and everything you see 
— and believe me,, when 
you're blowing ‘em up, they 
blow up real good! 

The game is played out in 
a unique, isometric perspec- 
tive (similar to that of 
Konami's Project Overkill) that 
scrolls from screen to screen. 
There are a huge amount of 
moves that can and must be performed, 
which include: running, jumping, rolling, 
crouching, cycling through and using dif- 
ferent weapons and items, and, of course, 
shooting. Actually, controlling your char- 
acter is the toughest thing about Crusader 
and requires a huge learning curve and a 
little patience. All of the moves that were 
easily executed on the PC’s keyboard had 
to be squeezed into the PS’s joypad. A huge 
feat, but one that was accomplished par- 
ticularly well. As with most games, a lit- 
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tle practice is all that’s needed to have you 
shooting away. 

The levels are well thought-out and 
planned, down to the very last detail. You 
know if there is a guard standing next 
to a few barrels of radioactive goo, that 
a well-placed shot will not only explode the 
barrel, but will also set our friend on fire, 
running around with his hands in the air, 
screaming in agony (gruesomely depicted 
in crisply — not crispy — detailed graph- 
ics). 

Speaking of graphics, they are remark- 
ably clean and detailed, and, as I mentioned 
before, the explosions are a sight to see, 
with bursts of sparks and flashes of light 
everywhere. The accompanying sound 


effects are also dead-on, with clanging 
alarms, digitized voices, bass-filled explo- 
sions and gun reports. 

Unfortunately, I’ve gone way over my 
meager 650 word limit and I could prob- 
ably keep going on. But let me just say 
this: Crusader delivers big time! It has a 
perfect balance of all of the elements 
required for a great gaming experience. It 
really has no conceivable weak points and 
should be right up there on your list of 
great games. With that, go on and take my 
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Unfortunately, I’ve gone way over my meager 650 
word limit and | could probably keep going on. 
But let me just say this: Crusader delivers big time! 
It has a perfect balance of all of the elements required 
for a great gaming experience. It really has no con- 
ceivable weak points and should be right up there 
on your list of great games. With that, go on and 
take my advice and get yourself a copy... You won’t 


be disappointed. 
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For those of you out there that were 
fortunate enough to have experienced 
one of the all time great arcade games, 
Subroe, or possibly the lesser known but 
equally entertaining "Turbo Sub", for 
the Atari Lynx, GT Interactive may have 
some interesting news. Slated for a 
March release, Tigershark combines the 
all out action of Subroc with the high 
speed intensity of Turbo Sub. Couple that 
with some state of the art graphics, and 
Wwe might just have another classic. Whoa 
cowboy, I'm getting ahead of myself! 
First things first. Let’s take a look at the 
particulars before we make any rash 
decisions shall we? 

L'est you think that Tigershark is 
just “another shooter", this one has a 
story. It goes something like this. In the 
not too distant future, once we've man- 
aged to consume most of the Earth's 
raw materials and energy, _.... 
the oceans have presented | 
themselves as the main | 
source of alternative | 
resources. The leading pow- 
ers in undersea exploration | 
are the Federated States of 
Russia and The Japanese § 
Economic Collective. (The § 
US must have been too busy ~ 
protecting Spotted Owls to see the oncom- 
ing crisis.) During this time, the Japanese 
approved the use of a new Geothermal 
Tap in the fault lines that would help 
serve the power needs of its ever grow- 
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© 1997 n-Space, Inc. All rights reserved. 
Published and distributed by GT Interactive Software Corp. 
Tigershark and n-Space are trademarks of n-Space, Inc. 
GT ftm) is a trademark and the GT logo © is a registered 
trademark of GT Interactive Software Corp. 


ing population, and stabilize the fault 
complex that surrounded the country. 
Guess what? Some crazy Russian went 
berserk and decided to use the new Tap 
technology as a weapon against the 
Japanese, creating artificial earthquakes 
that ultimately sunk the entire island 
nation, killing over sixty percent of the 
, population and the entire 
| Sovernment and its armed 
| forces. Well, it shouldn't take 
} a rocket scientist (or video 
i game editor) long to figure 
out the rest of the story. The 
Russkies use the situation to 
take control of what's left of 
| Japan and, you, as the only 

US asset that has survived 
in the area are, ordered in to destroy 
the destructive Taps and reprogram the 
others, ultimately destroying the 
Russians along the way. Well, it sounds 
complicated, but relax, it's still pretty 
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much your basic shooter. 

The play mechanics are pretty sim- 
ple and easy to get used to. The circle 
button illuminates your nearest target, 
the X button fires your missiles/tor- 
pedoes and the square button fires your 
cannon. You use the R1&2 
buttons to speed up and slow 
down, and the triangle but- 
ton to switch weapons. Pretty 
straight forward stuff. You 
have a radar screen in the 
lower left corner that guides 
you to your next target and 
a message screen that indi- 
cates your current mission. 
Once you've accomplished 
your mission, the screen indi- 
cates your next task. 

As you can see, there's 
nothing really earth shat- 
tering about what's under 
the hood in Tigershark. The 
play mechanics are very 
straight forward and the 
gameplay is pretty standard for this 
type of game. The graphics are some of 
the best I've seen on the PlayStation. 
One very annoying factor, however, is 
the fact that after you've spent a con- 
siderable amount of time attempting to 
accomplish the task at hand, if you die, 
you have to start over from the begin- 
ning of the mission. This becomes very 
frustrating and, after a while, you'll 
start looking for something else to play. 
My only other complaint with the game 
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is there's nothing here that you haven't 
experienced before in some capacity or 
another. The game reminds me of an 
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underwater version of Thunderstrike 2. 


That wouldn't be so bad, as 
Thunderstrike 2 is one of my favorite 
games for the PlayStation, the prob- 
lem is that T2 is over a year and half 
old and I expect more from the current 
crop of shooters. All in all, a pretty good 
game, one that receives a Silver "X" 
solely on the strength of its graphics; 
but one, unfortunately, that probably 
won't hold your attention for long. 


The game reminds me of an underwater version of a 

| Thunderstrike 2. That wouldn't be so bad, as 
Thunderstrike 2 is one of my favorite games for the 
PlayStation, the problem is that T2 is over a year and | 

| half old and | expect more from the current crop of 

| shooters. All in all, a pretty good game, one that | 

| receives a Silver "X" solely on the strength of its graph- | 

| ics; but one, unfortunately, that probably won't hold 


| your attention for long. 
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Atlas is set to release their first dri- 
ving game for the PlayStation: Peak 
Performance. The title loosely lets you know 
that there is a tie into Pike's Peak, as this 
is one of the five featured courses. With 
the release of some of the best driving sim- 
ulations and arcade style racing games 
recently, let's take a look at how Peak 
Performance stacks up and what Atlas 
brings to the racing arena. 

First of all, Peak Performance is an 
all out arcade style racer. Sure, there are 
some interesting design features, such as 
a, thorough tune-up overhaul to your favorite 
vehicle, as well as the ability to create your 
own test track (nothing major), but the 
game play is still 100% arcade (which, of 
course, suits me just fine). The speed of PP 
is fantastic, moving at the required 30 FPS. 
There's a couple of ways to play: the sin- 
gle race type, pitting you against eleven 
other drivers in a two lap 
free-for-all, and the time tri- 
als — you against the clock. 
In race mode, there are three 
tracks to choose from, all of 
which are twisty, curvy, and 
windy (read. "wine-dee"). The 
average time to complete a 
course, depending on your 
Skill level and the course, 
ranges from 3:50 to 4:00 minutes in length. 
My kind of race — boom, boom, boom and 
you're outta there. Heck, in one hour that's 
15-17 games (or one NBA Live '97 game 
— see EXMail). For an added bonus in race 
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mode, each track can be raced "backwards" 
and the conditions can be either sunny 
skies, misty midnight, or sunset for you 
romantic types. In time trial mode, there's 
also the aforementioned goodies as well as 
the ability to race without the clock, or just 
for "fun". This affords you the time to take 
some of those side roads you may have 
noticed whilst racing off into 
| uncharted areas, where hidden 
roads and super cars are await- 
i ing your retrieval. Besides 
"i the hidden tracks and cars, 
i there are also some too cool for 
=) prime time features that you 
=i will encounter during your time 

} with Peak Performance, but I'll 
leave those things for you to 
Have I mentioned all the dif- 


discover. 
ferent cars yet? There are four different 
garages, housing different levels of pow- 
erplants. Garages A,B&C have six cars 
each, with 'B' sporting the lst genera- 
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tion MR, a Miata, a couple of 70's Datsun 2 1 0459 iam 
310 type coupes, and a couple of '80's ae gh onieet & 
looking Sentras. Garage 'B' has the '80's 
muscle in a Mustang, RX-7 Turbo, Celica, 
and 90's MR2, 240S8X, and a generic 4 
door sedan (which handles remarkably 
well). Garage 'C' has the lat- 
est Supra, Rx-7, 500Z, and a 
couple of Acura looking things. 
There's also another 4-door 
sedan, maybe an 150. The 
fourth garage has a big truck, 
a GTP racer, and a sprint car. 
All of these vehicles are dri- 
vable, they just have their own 
characteristics. I've won with 
just about all of them and, 
except for the whining blender 
noise for engine sounds on 


will be easily mastered by driving game 
enthusiasts and from general gamers as 
well. It will keep your interest for some 
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some of the smaller cars, i 10 
they're each a blast to race. 3 “ope 
As stated earlier, you can take #2 o 
any one of the models into the “ont 158 bin 


tune-up shop and change the 
spring & shock settings, as well 
as the gear ratios, tire compound, and many 
other facets of the cars’ performance. You 
can even change it's color, then save it 
to memory when you're all done and then 
race it! Pretty cool. Another cool feature 
is the two player mode which allows for 
either horizontal or vertical split screen 
and during the race, if both cars should be 
in the same part of the track, the screen 
zooms to. a single window. 

Peak Performance is a solid title from 
Atlas that has a slight learning curve that 


time, but the lack of game depth hinders 
its true long term playability. A few of the 
points that keep PP from obtaining Gold 
status are the slight "pop-up" to some of 
the terrains, and although the courses are 
sraphically bright and cheerful, none of 
them have the detail found in the Ridge 
Racer series or even Tokyo Highway Battle. 
Also, the timing is against PP — this would 
have been Gold a year ago, but we're 
expecting more of a second or third gen- 
eration feel to the driving games now. 


Eric 


Peak Performance is a solid title from Atlas that has a slight learning | 
curve that will be easily mastered by driving game enthusiasts and | 
1662 from general gamers as well. It will keep your interest for some time, | 
| but the lack of game depth hinders its true long term playability. Afew | 
| of the points that keep PP from obtaining Gold status are the slight | 
_ "pop-up" to some of the terrains, and although the courses are graph- | 
ically bright and cheerful, none of them have the detail found in the 
| Ridge Racer series or even Tokyo Highway Battle. Also, the timing is 
| against PP — this would have been Gold a year ago, but we're expect- | 
| ing more of a second or third generation feel to the driving games now. | 
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The story of Soul Blade is succinctly 
explained by a dramatic narrator at the begin- 
ning of the game’s absolutely gorgeous two- 
minute introductory animation: "Transcending 
history and the world... a tale of soul and 
swords...eternally told." Um, okay, that does- 
n’t explain jack, so I guess it’s up to me: "A 
tale of a, Namco coin-op called Soul Edge... mas- 
terfully converted to the PlayStation... and 
enhanced with enough new features to fill the 
drool cups of the most jaded fighting-game 
fan." (The name was changed from Soul Edge 
to Soul Blade due to a nutty copyright conflict.) 

Soul Blade is the third 3D fighting game 
from Namco, using a brand-spanking-new ver- 
sion of the engine seen in Tekken and Tekken 
&, but the ten characters (five men, three 
women, one bizarre bald guy, and one undead 
pirate) are all new, and all armed with 
weapons. Among my personal faves are Rock, 
a giant of a man with equally huge axes; Seung 
Mina, a lanky lass with a long scythe; and 
Li Long, a speedy nunchaku-twirling fighter 
who seems to be Soul Blade’s equivalent of 
Tekken 2’s Law. 

Soul Blade’s control system uses the four 
main action buttons, just like the Tekken twins. 
SQUARE produces a horizontal slash; TRI- 
ANGLE executes a vertical slash; CIRCLE does 
a kick; and X is used to block, the first Namco 
fighter to use a block button. (Your weapon 
takes damage every time you block, so you 
can’t fight too defensively, or your weapon 
breaks and you’re left bare-handed for the 
remainder of the match.) There are tons of 
combinations, special moves, and throws, all 


of which can be learned and mastered in the 
Practice Mode. You can even pause the game 
at any time and call up a list of your charac- 
ter’s moves if you’re cursed with the horror 
of memory loss. 

Soul Blade is loaded with different modes 
of play. The Arcade Mode is similar to the coin- 
op; you choose a character, fight your way 
to the final boss, knock him to the curb, and 
watch a cool ending sequence. (Unlike the pre- 
rendered endings in Tekken 2, the endings 
in Soul Blade use polygon graphics and ani- 
mation.) The Vs. Battle and Team Battle Modes 
let you pit groups of fighters against each other. 
The Time Attack Mode tests how quickly you 
can dispatch your foes. The Survival Mode sees 
how long you can last against increasingly 
skilled opponents (not very, in my case). 

The glorious highlight of Soul Blade is the 
Edge Master Mode, a quest of sorts that lets 
you guide each character through a series of 
"episodes" scattered across a map of Europe 
and Asia. Each episode has a unique challenge; 
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some require you to defeat a group of oppo- 
nents, while others require you to defeat an 
opponent in an unusual way (knocking him 
out of the ring, using only juggle combos, or 
thrashing him in a very short span of time). 
Your reward for winning each episode is (usu- 
ally) a new weapon for your char- 
acter; there are eight weapons 
for each fighter, all of them 
unique in appearance and 
strength. You can even use these 
new weapons in the game’s other 
modes. The Edge Master Mode 
gives the game tons of longevi- 
ty for a single player, since you'll 
keep playing until you get each 
and every weapon. 

Graphically, Soul Blade is 
flawless. The characters are well- 
defined — smoother than the 
slightly chunky polygons of the 
characters in Tekken 2 — and 
execute a stunning array of 
moves. The animation is extreme- 
ly fluid, and meticulous to the 
point that, in a detail perverts like myself will 
truly appreciate, the female characters’ bosoms 
realistically bounce. (Play as Taki and watch 
her chest closely as you duck.) The various 
backgrounds are themselves works of art: a 
majestic castle with flapping flags and roar- 
ing fires just beyond its walls; a bamboo for- 
est with glowing wisps floating in the.air and 
casting their dim light onto the fighters; even 
a stage where you clash on a rocking raft as 
it slowly drifts down a foggy canyon river. It’s 
simply boo-tee-ful. 
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the gameplay is tweaked to perfection. Games 
like this are why | love and cherish my PlayStation 
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The lush orchestrated music is worthy of 
being released as a separate soundtrack; one 
friend of mine sarcastically commented that 
"this music is too good to be in a video game. " 
There are actually THREE player-selectable 
versions of the musical score: Original Version 
(the non-CD coin-op tunes), Arrange Version, 
and the CD-licious Khan Super Session. The 
sound effects are thick with atmosphere, as 
metal clangs and crashes and combatants 
scream Japanese sound bites. 

The one and only negative of Soul Blade 
is that, after being spoiled by Tekken 2 and 
its roster of two dozen characters, Soul Blade’s 
collection of ten fighters — not including the 
guaranteed hidden characters and/or con- 
trollable bosses — seems a, bit limited. I’m sure 


they'll fix that in Soul Blade 2, though, just 
as Tekken 2 managed to improve consider- 
ably over Tekken. 

Whether or not you own every other fight- 
ing game on the PlayStation, Soul Blade is a 
required purchase, and I’ll give the mother of 
all noogies to anyone foolish enough to dis- 
agree with me (unless he’s 6’7" and weighs 
more than a Yugo). The graphics are state-of- 
the-art, the sound and music are top-notch, 
and the gameplay is tweaked to perfection. 
Games like this are why I love and cherish my 
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Whether or not you own every other fighting game 14 
on the PlayStation, Soul Blade is a required purchase, 
and I'll give the mother of all noogies to anyone fool- 
ish enough to disagree with me (unless he’s 6’7" and 
weighs more than a Yugo). The graphics are state- 
of-the-art, the sound and music are top-notch, and 
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As we mentioned in our preview last issue, 
BMG Entertainment is a gigantic distributor that 
recently entered the video game biz, and Spider is 
their very first PlayStation release. It's also the 
first title from Boss Game Studios, but don't be 
fooled. Although it's a start-up, the people at Boss 
have worked on a combined 100 games between 
them. That truckload of experience shows through- 
out Spider, which excels in every category from 
the spit-polished gameplay to the awesome audio- 
visuals. 

The storyline goes a little something like this: 
You're a scientist working on an experiment with 
various cybernetic insects. While engaged in a 
mind-link with a cyber-tarantula, a group of evil 
bastids (whose motivations are revealed as you 
play the game) break into your lab and start shoot- 
ing up the place, One over-enthusiastic gunman 
accidentally puts a bullet through your chest, and 
you transfer your consciousness into the spider 
as you collapse in a heap. Now you have to fol- 
low the cretins in possession of your body and 
somehow beam yourself back into your brain, which 
means crawling through six worlds and 30 lev- 
els of gameplay, while fending off the other cyborg 
insects that were freed in the ruckus. Not a bril- 
liant plot, but it does the job of giving you a rea- 
son to be in control of a high-tech arachnid (as 
if you needed one). 

If you're familiar with Crystal Dynamics’ 
Pandemonium!, you have a basic idea of Spider's 
gameplay approach: two-dimensional movement 
and eye-popping three-dimensional graphics, wit 
a “camera” that twists and turns to provide the 
coolest viewpoint of the action as you move through 
each level. Your web-spinning alter ego is blessed 
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with the ability to crawl on ceilings, walls, and 
floors, giving the game a 3D feel even though you're 
locked into specific paths. If you're crawling upside- 
down, you can spin a web strand and dangle a 
short distance from the ceiling, which lets you grab 
hard-to-reach items or swing left and right to make 
a long jump. 

Fach level is generously laden with DNA mol- 
ecules, which are Spider's "tribute" to the often- 
imitated, never-duplicated coin system of Super 
Mario Bros.: collect 100 molecules and you earn 
an extra life. You can also collect weapons which 
replace your spider's wimpy short-range leg slash 
with everything from flame-throwers and homing 
missiles to mines and boomerangs. The ultimate 
goal of each level is to find one or more hidden 
microchips and CD fragments; you need to find 
a certain number of microchips before you can 
move from one of Spider's six "worlds" to the 
next, and you need a certain number of CD frag- 
ments to uncover the game's bonus levels. 

The difficulty level nicely climbs from simple 
to surprisingly tough, always a sign of good level 


design. The spider can only take two hits before 
dying — definitely on the harsh side, but there 
are a fair number of health power-ups in each 
level, so it's never downright unfair. In another 
nod to Mario, the game uses a map system which 
shows all the levels you've conquered so far, 
and lets you replay them at any 
time. Spider's game design not only 
allows but practically requires 
replaying of earlier levels to build 
up lives, collect power-ups, and find 
more microchips. With Spider's 
excellent controls — the jumps are 
nice and tight, and it's easy to switch 
between your weapons — replaying 
those levels is a pleasure and a chal- 
lenge. 

Spider's graphics are excellent; 
everything is well-drawn and 
smoothly animated, although slow- 
down did rear its ugly head once or 
twice during my playing sessions. 
The sense of scale created by your 
protagonist's puny size gives even 
the game's more cliched settings (a 
city street, a skanky sewer) new life. But here's 
the best part: One of the bonus levels proudly dis- 
plays a KISS logo — altered to "DISS" to avoid the 
horror of copyright infringement — and we all 
know that any game which pays tribute to KISS 
automatically earns a huge score. 

The sound effects are above average; most 
are good, and a few are great. I particularly liked 
the sad little whimper when the spider jumps and 
clonks its head on a platform; if spiders could 
indeed whimper, this is what they'd sound like. 
(If you happen to think that spiders not only whim- 


COMPATIBILITY | 


EXRATED 


per, but talk to you at night, please quit your job 
at the post office immediately.) The music is excel- 
lent, varying from the expected techno tunes — 


which any game with a futuristic setting is required 
by law to have — to superb mood-setting themes. 
I even turned off the effects so I could crank the 
tunes, something I never, ever do. (Well, okay, once 
in a great while. You can't listen to KISS albums 
ALL the time.) 

Here's my not-so-humble opinion: Spider is 
an excellent platform game and a great debut title 
for Boss Game Studios. With developers like Boss, 
Delphine (Fade to Black), and DMA Design 
(Lemmings) on their roster, BMG is going to be 
showering us with great games for years to come. 


Here's my not-so-humble opinion: Spider is an 


excellent platform game and a great debut title 


for Boss Game Studios. With developers like Boss, 
Delphine (Fade to Black), and DMA Design 


(Lemmings) on their roster, BMG is going to be 


showering us with great games for years to come. 


Life is good. 
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Ever get tired of the "same-old- 
thing?" LOOK OUT! ‘cause this 
February, Sony plans to release a 
one-of-a-kind wonder to strategy 
game enthusiasts called "Carnage 
Heart", by Art Dink. This game is 
wow-ing us reviewers as well as 
intimidating many-a-gamer. Mark 
my words, for the second annual 
PSExtreme awards, the title 
"Carnage Heart" will be strewn all 
about. I know you can't wait... so 
here goes! 

First off... I have to say that 
Carnage Heart is probably the deep- 
est strategy game I have ever played. 
"Why?" you ask... well, first of all, 
you start off building a mech, from 
scratch; everything from the engine 
to the paint job. You can make a 
mech that flies, rolls, walks (talks, 
eats, sleeps, sh**s...). Sounds neat... 
I know. Right there you have enough 
to make most gamers content. Well 
that ain't it. Next comes the hard, 

rr... "fun" part... PROGRAMMING! 
Yep, you too get to become a video 
game programmer. Not only can you 


. create your mech from scratch... but 


you get to design the artificial intel- 
ligence (AD all by yourself. This task 
can be quite daunting, so Sony and 
Art Dink saw fit to include a tutor- 
ial disk which explains all proce- 
dures. They even went so far as to 
include 30 minutes of FMV to help 
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you learn what you need to know, 
to become a kick-butt Al program- 
mer. All of Carnage Heart is turn 
based, except for the actual battle 
sequences. This is a great feature, 
because sometimes you will spend 
hours and hours just programming 
your mech's brain. 

Usually, this paragraph is dedi- 
cated to my assesment of gameplay 
control and such. With CH it's a bit 
different... mainly because you 
design the mech and program its 
brain, then send it into battle and 
watch the results appear in real 
time. I guess that means I have to 
tell you about navigating the menus. 
Well... there's not too much more to 
say than, "It's darn easy!" Kach 
menu is simple and obvious; you 
select menu items with a pointer 
and a button press. Easy huh? Once 
you get your mech designed, you 
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have to set up your assembly lines 
Cyou do want your mechs produced, 
ehh?). Once that's taken care of, 
you need to adjust your strategies 
and also learn about your opponents. 
By paying off some spys, you can 
get the low down on what 
your opponent might be 
doing. This is helpful as it 
can let you know what 
you have to prepare for 
in future battles. Once you 
get all that taken care of, 
it's time for battle. Assign 
three mechs to a team 
and give them a job. You 
can have them do various 
differnet duties such as 
protecting your base or 
attacking an opponent’s 
base. The object is to take 
over all enemy bases. 
Once that's accomplished, 
you can go have a smoke 
or a diet coke. 

The graphics in Carnage Heart 
are nice and simple. In each area, 
you have easy to read menus and 
great on-screen control of battle 
action. They are to the point, and 
there's nothing that I can really say 
is missing. As far as sound goes, I 
think CH is lacking just a tad. When 
programming your mechs AI, the 
same boring and annoying tune 
plays over and over and over and... 
well you get the point. With a little 
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work, Carnage Heart 2 (Hey Sony! 
Hint Hint!) will be even better than 
the first. 


Wrap-Up: Let me reiterate what 
I said before... Carnage Heart is one 
of the most ingenious games I have 
ever played, as well as one of the 
deepest, strategically speaking. If 
you like games where you and you 
alone affect the entire game flow, 
and you also love deep strategy, buy 
this game as soon as you can. 
Carnage Heart is a wonderful game 
and will undoubtedly receive a few 
awards come next January. 
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Well, how 'bout this for irony: a game 
about the strongest man in comic books 
developed by two of the weaker 
PlayStation developers in the biz. Attention 
To Detail, you may recall, is the pro- 
gramming team that somehow managed 
to turn the brilliant concept of Blast 
Chamber into just a slightly above-aver- 
age game. Silicon Dreams are the mak- 
ers of Kidos' less-than-stellar sports duo, 
Olympic Soccer and Olympic Summer 
Games. Putting the two together is like 
M.C. Hammer and Vanilla Ice forming a 
supergroup; you know the results are 
going to be less than impressive. And 
that's the case with The Incredible Hulk: 
The Pantheon Saga, which is a sad waste 
of a great license. 

I stopped reading comic books right 
around the time they started costing two 
bucks, so I'm not sure what's been hap- 
pening in the Hulk's world for the past 
five years or so, but here are the basics. 
Dr. Robert Bruce Banner is a nuclear 
physicist who was caught in an explosion 
and bombarded by a dose of gamma radi- 
ation that forever mutated his generic 
structure. Now, Dr. Banner transforms 
into a gigantic green monster with 
unearthly strength, whenever he gets 
angry or excited (much to the shock 
and/or gleeful surprise of his lady friends, 
no doubt). 

Kach of the game's five levels (13 
stages altogether) pits the Hulk against 
a different enemy, or enemies, I'm pre- 
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suming from the comics. Level 1 is a 
mountain fortress run by the Pantheon, 
a group of super-heroes led by 
Agamemnon. He's a wise old man who 
wants to force the Hulk into using his 
powers for good, just like all the other 
muscle-bound do-gooders; and the old man 
gets his way. Level 2 has you freeing 
hostages trapped in a Scottish castle and 
Level 35 has you rescuing a captured mem- 
ber of the Pantheon from an Antarctic ice 
cave. In Level 4 you are back at the moun- 
tain fortress, defending it from the alien 
U-FOES (yes, all capitals — bad guys aren't 
known for their grammatical skills); and 
Level 5 transports you into an alternate 
reality of the future for a final showdown 
with The Maestro — who, as it turns out, 
IS the Hulk, just a lot older and with a 
natty ZZ Top-style beard. 

The gameplay is an odd mix of styles. 
There's a lot of gratuitous violence: when 
the Hulk encounters a foe, he can punch, 


kick, block, uppercut, or execute one of 
four special moves (The special moves 
drain energy from the Hulk's "Gamma 
Meter," which means that smart players 
only use them against exceptionally strong 
enemies). There's a lot of picking up and 
throwing (or carefully plac- 
ing) crates and other items. 
And there's a lot of search- 
ing for, and smashing, wall 
switches to turn off energy 
fields or activate elevators. 
Unfortunately, the mix does- 
n't come off; the battles are 
uninspiring, almost boring, 
and the searching for switch- 
es gets tedious in a hurry, 
because exploring the game 
world isn't much fun. 

The reason for that lack 
of fun is the overall cheesi- 
ness of the visual design. The 
graphics are rough and repet- 
itive, winning my first annu- 
al award for "Most Usage of 
a Single Floor-Tile Pattern." The explo- 
sions of shrapnel, caused when the Hulk 
smashes objects or walls, are hysterical- 
ly lame. Instead of getting tasty eye candy 
with your wanton destruction, you get 
the feeling that you could've created a 
better effect on the Yaroze. The anima- 
tion is stiffer than Al Gore. The Hulk him- 
self is blurry, under-detailed, and painfully 
small. C'mon, people, this is the Incredible 
Hulk! Hulk big! Hulk smash! Hulk not 
look like Arnold Schwarzenegger spray- 
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painted green! 

My biggest complaint of all is that 
this game engine just isn't MEANT for 
the Hulk. A character famed for his 
strength doesn't belong in a game where 
the focus is on running through claus- 
trophobic surroundings, throwing switch- 
es, and picking up things. According to 
Marvel, the Hulk can lift 100 tons,’so 
why can't he bash down the steel doors 
which stop him cold in the very first 
stage? Because, this is a character care- 
lessly jammed into a sub-par game engine, 
not an engine logically designed around 
the strengths and weaknesses of a char- 
acter. I know it's too late now, but here's 


a thought: Why didn't the designers 
include situations where the Hulk becomes 
Dr. Banner? Switching between the two 
identities would've allowed for a more 
logical combination of brainy puzzles and 
all-out brawling. 

The Incredible Hulk is a missed oppor- 
tunity for Eidos, and a called third strike 
for Silicon Dreams, which would do the 
PlayStation world a huge favor if they 
could come up with some creative ideas 
and apply them to fun-to-play games. 


‘Why didn’ t the deiienies are situations whens the | 
| Hulk becomes Dr. Banner? Switching between the two | ~ 


| identities would've allowed for a more logical com- | 
| } 


| bination of brainy puzzles and all-out brawling. 


The Incredible Hulk is a missed opportunity for Eidos, 


| and a called third strike for Silicon Dreams, which |_| 


4 would do the PlayStation world a huge favor if they | 


could come up with some creative ideas and apply | | 


them to fun-to-play games. 


Asan \4 


Repeat after me: Oh... my... gawd. Even as I write 
this review, I’m in a drooling-all-over-myself state of 
shock, as I search desperately for the words that will 
most effectively describe to you how unbelievably bad 
this game is. How about: "If Dragonheart were a first- 
generation Genesis game, much less a second-gener- 
ation PlayStation game, it would still be a steaming 
pile." Nah, too boring. How about: "Each and every 
programmer at Funcom should be thoroughly beaten 
upside the head with assorted roadkill, then forced 
to do the Macarena for 24 hours straight." Nah, too 
cruel. Oh, wait, I’ve got it: "Dragonheart is yet anoth- 
er shining jewel in Acclaim’s crown of crap." Not a 
profound piece of writing, I admit, but it gets the point 
across, and who doesn’t enjoy profanity? 
Dragonheart’s gameplay, in a nutshell: you con- 
trol a terribly digitized sword and bow-wielding char- 
acter named Bowen, who walks from left to right 
(through scenery so pancake-flat you’ll wonder if 
it’s even drawn in TWO dimensions) and occasional- 
ly gets into a fight with one or more terribly digi- 
tized and/or terribly hand-drawn 
opponents. These fights are slow and 
boring, as Bowen has a limited and 
unimpressive attack repertoire, and § 
your opponents are usually gifted § 


with the 1Q of a Chia pet, happy to JRA NA 


blunder into your crouching leg chops fPa"v\ 
over and over again. You find occa- Irs 

sional items and power-ups as you Hoo 
stroll forward: extra lives, health- 
restoring goblets and gold rings left behind by slain 
foes (which you can use at the end of each level to pur- 
chase even better items and power-ups). There are 
also a few sequences in which you "steer" a flying 
dragon by following on-screen prompts. And that’s 


ED BY FUN 


C0 


about it. 

Bowen has a decent array of movements to inter- 
act with his environment: he can crawl, jump, climb, 
push objects, tumble along the ground, do a little dance, 
and make a little love. Problem is, these moves are 
executed with all the smoothness of Edward James 
Olmos' complexion. (The guy on "Miami Vice"? Who 
played the teacher in "Stand and Deliver"? With the 
, major craterface? Ah, forget it; no more 
# obscure pop-culture celebrity references 
for you.) Bowen’s jump, in particular, 
‘. doesn’t look or feel remotely right — 
of and there’s nothing more frustrating 

ba in the world than a video game where 
Para) you're missing jumps, not because of 
ma sloppy timing, because of sloppy pro- 
) cramming. 

Perhaps Dragonheart’s biggest flaw 
is, ironically, its one feeble attempt at an original game- 
play idea. Below the energy gauge is an "endurance 
meter" that drains when you attack and recharges 
when you rest. As the meter gets lower, an incredi- 
bly annoying heartbeat thumps ever faster; if the meter 
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runs out, your character stops what he’s doing for a 
few moments to slump on his sword and take a few 
gulps of oxygen. I appreciate the attempt at intro- 
ducing realism, but in a game world of dragons and 
sorcery, realism’s not really required. In fact, the meter 
fatally cripples the gameplay by slowing it down to 
unbearable levels. A single fight with 
even the weakest of opponents, and 
using the most basic attack moves, usu- 
ally leaves your meter completely 
drained, meaning you have to stand 
still for ten or fifteen seconds before 
continuing forward to the néxt baddie. 
And if you get in a fight with enemies 
on both sides of you, forget about it; 
you're going to lose at least one life 
because of that damn endurance meter. 

There are a dozen more design 
flaws in Dragonheart, but let’s just stop 
the madness and move on to the graph- 
ics and sound. Now, it’s no secret that 
lots of games have covered up lame 
gameplay with great visuals, but 
Dragonheart doesn’t even pull that off: 
it looks like a badly drawn 16-bit game. 
Yeah, the backgrounds are okay, but everything else 
is pixilated and rough and just so FLAT. The sound 
effects are sparse, and overused, and generally poor. 
The music is surprisingly decent, and does a much bet- 
ter job of creating an adventurous atmosphere than 
the graphics; but if I want good music, I'll pay $15 for 
a, musie CD (Supertramp's “Breakfast in America" is 
a fine choice) instead of $50 for a PlayStation game. 

What amazes me, is how a game this tragic man- 
aged to get released at all. Didn’t someone, somewhere, 
on the long journey from design document to finished 
product have the guts to say “Uh, guys, this game is 


COMPATIBILITY 


-EXRATED ¢ Page 69 


causing our playtesters to vomit uncontrollably"? 
Acclaim can’t say they didn’t know Dragonheart sucked, 
because they pulled the increasingly common (and dis- 


turbing) stunt of not sending out review copies to the 
media before releasing the game. Those review copies 
didn’t get lost behind the water cooler in Acclaim’s 
mail room, dear readers; they simply didn’t want 
the word to get out before they could sell a few thou- 
sand copies of Dragonheart to unfortunate schmucks 
across the nation and recoup some of their develop- 
ment costs. To rent Dragonheart would be a foolish 
waste of three bucks; to buy Dragonheart would be so 
traumatic that you might swear off video gaming for- 
ever. Instead, save your fundage and pray with me 
that Acclaim starts putting out quality titles. 
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As most of you are probably 
aware, most PC gamers are a little 
different than their console brethren, 
and as such, most games that fare 
well on the PC die a slow merciless 
death on the console; and vice versa. 
There are always exceptions, how- 
ever, and I think the game I'm about 
to dive into will be one of them. 
Command & Conquer first made 
its debut on the PC about a year and 
a half ago. At the time, it was with- 
out a doubt my favorite game on the 
PC, and one, to this day, that I rec- 
ommend on the spot when someone 
is looking for something new. I was 
actually quite surprised at my reac- 
tion when I heard it was coming out 
for the PlayStation. Normally a PC 
conversion generates a rather lack- 
luster yawn, but when I heard about 
C&C I was actually excit- 
ed. : 
Command & Conquer 
is a top down military | 
strategy game that) 
allows you to play as| 
either side in a quest for 
Global domination. The } 
storyline goes something | 
like this: the evil Brother- ~ 
hood of Nod has threatened the 
serenity of the planet by embarking 
on an aggressive plan to dominate 
the world economy by controlling the 
supply of the vital Tiberium plant. 
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Pisbvtane J is thé single source of 
wealth and influence available to the 
people of this "new world order". If 
you've played Dune II for the PC, 
you know what happens next. The 
good guys, otherwise known as the 
"Global Defense Initiative" have been 
assigned the task of eliminating the 
evil brotherhood by any 
means necessary. Once 
| your mission starts, your 
| task is to set up a mobile 
construction site and build 
| the equipment and troops 
| necessary to confront your 
enemy. Once you've built- 
} up your forces, and have 

your harvesting up and 
running, the task of seeking out your 
enemy begins. Standard military tac- 
tics apply here. Each type of troop, 
along with your armored vehicles, 
and even your air and sea assets 


must be controlled in tandem, oth- 
erwise, you'll be squashed like a bug. 
As you complete each phase of the 
battle, you are given a new mission 
with more complex issues to deal 
with. After each mission, a full 
motion video sequence 
comes to explain your 
next task. All in all, 
there's enough to keep 
even the most experienced 
gamer occupied for some 
time. 

The play mechanics 
are pretty straight for- 
ward; it's very easy to get 
up to speed on troop 
movements and harvest- 
ing cycles. For a strate- 
gy game, the learning 
curve is pleasantly simple 
— with more than enough 
combat opportunities. 
Graphically, there's noth- 
ing new here, it still looks 
like a PC game, but the soundtrack 
is still one of the best I've heard. 
What I believe will make Command 
8 Conquer a crossover hit, howev- 
er, is the fact that the pace of the 
game is not hampered by its depth. 
There is so much to this game, you 
could get lost in the possibilities. The 
good thing is that the pace will keep 
up with your desire to kill people and 
break things. Quite a rarity with 
strategy games! The bad thing is that 
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speed kills; if you don’t get your act 
together quickly, the enemy will 
destroy you in less time than it took 


the game to boot up. 

Ultimately, it boils down to this: 
Command & Conquer is a great strat- 
egy game that should appeal to a 
large segment of console users. The 
speed, gameplay and graphics are 
very well suited for the console 
gamer, and there's more than 
enough strategy involved to satis- 
fy even the most demanding PC 
types. Get over your fear of PC ports 
and give it a try, you won’t be dis- 
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Ultimately, it boils down to this: Command & Conquer | 
is a great strategy game that should appeal to a large 
segment of console users. The speed, gameplay and 
graphics are very well suited for the console gamer, 
and there's more than enough strategy involved to 
satisfy even the most demanding PC types. Get over 
your fear of PC ports and give it a try, you won’t | 
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So you played NBA Jam and 
NBA Jam Extreme and College Jam 
and all your Pearl Jam records, yet, 
you still thought something was 
missing. Well, lucky for you, Midway 
has released Open Ice. & on 2 
Challenge. Now the little guys with 
big heads cor little guys with little 
heads) are skating, checking, slap 
shooting and causing all sorts of 
mayhem in the ice rink. For those 
of you that played and loved the 
arcade game, you won't be disap- 
pointed. 

All 26 teams in the National 
Hockey League are represented, with 
each team having three players from 
which to choose. Just like their bas- 
ketball cousins, the players in Open 
Ice have lots of razzle-dazzle moves, 
spins and flips, as well as the abil- 
ity to become "on fire", . 
as ace announcer Pat | 
Foley will tell you. f 
Speaking of Foley, his | 
commentary is, at times, | 
spectacular, with con- | 
stant rapid fire play by | 
play. Some of the best } 
lines are served up after } 
a crushing check into 
the boards or a sizzling one timer 
from the corner. My favorite is deliv- 
ered after one of the players scores 
his third hat-trick: "He's got so 
many hat tricks, he needs a hat 
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transferred from player to player, 

and all you'll hear is "Fleury, 

Zalapski, Jagr" rattled off. I guess 

you really can't get on the announc- 

er for the name calling, as the action 

is so fast and Cyou fill in the blank) 

that it would be difficult to do more 

than the developers 
already have. 

| My main complaint 

} with the AI in Open Ice is 

i the same complaint that 

| I had with the Jam series: 

| as soon as you get ahead, 

| the computer storms back 

|} and scores three goals (or 

baskets) in less time than 

it takes to say "Gimme a break." 

The computer will either knock you 

down and take the puck away or 

flat out steal the face-off and fire in 

a, shot in the blink of an eye. Because 
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of this, no lead is safe, and unless 
you're up by two goals with a tenth 
of a second left, you're headed for 
OT! On the other hand, if you're same... As we've stated before with 
down three or four goals, the com- this type of game, if you're a big 
puter will virtually lie down and fan of the arcade experience and 
just watch you score. 
Literally, there have been 
times when the puck is 
just sitting in front of the 
net and the computer 
players stay as far away 
as possible, just begging 
for you to skate by and 
slap a wrister into the 
twine. Unbelievable! But, 
like I said before, no real 
surprise, as this is the AI 
we've seen for a few 
years now! Even with 
this seemingly hairpulling SS oo ht > ad 
ball of frustration, you penne 
still feel as if you have * | 
some control over the eS 
action taking place — and 
this is what keeps you coming back enjoy the two-on-two aspect of 
to play again and again. Although arcade sporting , then you won't 
I've grown tired of the whole two- want to miss Open Ice. I think that 
on-two theme, and rarely even play hockey is a better venue for the two- 
NBA Jam et al. anymore, Open Ice on-two platform, mostly because 
still keeps me coming back for an Idon't think elbowing guys in bas- 
occasional session. Maybe I'm just ketball and spraying them all over 
a hockey freak (as Greg would say) the court is as rewarding as smack- 
and am willing to deal with the grief ing guys upside the head with a 
for the chance of scoring twelve cross-check in hockey. If you agree 
to fifteen goals every game! and want a look at Open Ice, check 
And the song remains the _ it out at your local rent-o-rama. 
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COMPATIBILITY | And the song remains the same... As we've stated before ats 
with this type of game, if you're a big fan of the arcade 
ge 1or2 | experience and enjoy the two-on-two aspect of arcade 
yy Players sporting , then you won't want to miss Open Ice. | think 
that hockey is a better venue for the two-on-two plat- | 
form, mostly because | don't think elbowing guys in 
basketball and spraying them all over the court is as | 
rewarding as smacking guys upside the head with a | 
cross-check in hockey. If you agree and want a look at | 
| Open Ice, check it out at your local rent-o-rama. [a 
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Of all the hundreds of shooters 
I've played since the age of seven 
— my virginity was claimed by 
Space Invaders — there's only one 
that I recall having had anything 
remotely resembling an interest- 
ing story line (Konami's 
Cybernator for the Super NES, if 
you must know). So let's skip past 
NanoTek Warrior's who-cares plot- 
line — something about you at the 
controls of a microscopically small 
craft, hence the "NanoTek" half 
of the title — and get right to the 
gameplay description, what say? 

NanoTek Warrior is a third-per- 
son shooter "on rails." While you 
can (and should!) steer left or right, 
you're always flying constantly 
forward, skimming along either 
the outside or inside of a really 
really REALLY long 
tube. Your craft is aj 
remarkably maneu-f 
verable vehicle; it can } 
jump over obstacles, do | 
a flip-jump left or right, F* 
tilt so that it's flying on 
its side or even rotate 
and shoot diagonally, # 
instead of merely blast- ~ 
ing straight ahead. 

The tube is swarming with an 
array of futuristic (and often sur- 
realistic) polygon-rendered ene- 
mies, laser cannons, green blobs, 


horseshoe-shaped hovercraft, and 
oh-so-many more. The benevolent 
shooter gods have also placed 
power-ups on the tube that you can 
grab to recharge your energy 
gauge, earn a special weapon, or 
add an extra life to your never- 
high-enough total. NanoTek has no 
w, Cifficulty level selection, 
}so there's no wimping 
# out by turning it down; 
you just have to dodge 
the ever-higher number 
. | of obstacles on the tube 
“ij and laser beams being 
“4 fired in your direction. 
/ (The designers were wise 
enough to throw in 
checkpoints at several locations 
during each level.) 
The combination of jumping and 
shooting makes NanoTek even 
more challenging than a regular 


(49423 


~ 


( Peak) 


shooter, because you're maneu- 
vering non-stop, always looking 
ahead on the tube to see what's 
coming up, but not SO far ahead 
that you don't pay attention to the 
bad guys on either side of you. It 
also gives NanoTek a feel 
unlike any other shoot- 
er — it's almost a com- 
bination of driving, 
platform, AND shooter 
games. 

At the end of each 
level is a big big mutha 
of a boss, floating omi- 
nously in the center of 
the screen. You rotate 
around him and blast 
away while avoiding the 
potshots he takes at you. 
Blow him up and you 
earn a password and a 
performance ranking; 
the more enemies you 
destroy — and it's 
tempting to play "defensively" in 
NanotTek instead of trying to shoot 
everything — the higher your rat- 
ing. 
NanotTek's graphics are good, 
not great; the backgrounds are 
nondescript color-cycling patterns, 
but the tube looks good, the ene- 
mies are well-rendered, the explo- 
sions are okay, and the special 
weapons look pretty cool when you 
set ‘em off. No visual effect in 
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NanoTek blew me away, but noth- 
ing turned me Off, either. The 
sound effects and music are quite 


good, although I can already tell 
that all techno tunes are beginning 
to sound alike to me Cmuch like 
I'm unable to distinguish between 
the music of Yanni and John Tesh). 

NanoTek Warrior is fun and 
very playable, but once you beat 
it, you won't go back for more; 
there's not quite enough there to 
draw you back a second time. It's 
a nifty shooter experience, while 
it lasts, though. 
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NanoTek's graphics are good, not great; the backgrounds are nondescript color-cycling |") 
patterns, but the tube looks good, the enemies are well-rendered, the explosions are okay, | 


| and the special weapons look pretty cool when you set 'em off. No visual effect in NanoTek | 


blew me away, but nothing turned me off, either. The sound effects and music are quite | 
| good, although | can already tell that all techno tunes are beginning to sound alike to | 
| me (much like I'm unable to distinguish between the music of Yanni and John Tesh}, 


| NanoTek Warrior is fun and very playable, but once you beat it, you won't go back for | 
| more; there's not quite enough there to draw you back a second time, It's a nifty shooter | 


| experience, while it lasts, though. 
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Holy pile of garbage, Batman! Having 
completely given away the ending of this 
review, I'd like to begin by telling you a lit- 
tle story about the history of Batman (a story 
and hero that I have enjoyed since childhood 
and that of which I am a huge fan) in video 
games. Don't worry, though, it will only take 
a paragraph or so to completely trash this 
worthless game. 

Being a Batman fan has been a long, 
drawn-out exercise in frustration over the 
years. I have played every Batman game, 
including such obscurities as "Batman 
Returns", for the Atari Lynx, "Batman and 
Robin" and "Batman", for the Amiga ... heck, 
I even wrote my own Batman game for the 
TI 99-4A when I was in college. With the 
exception of the Amiga titles, every B'man 
game for 8-bit, 16-bit, 32-bit, PC, etc. has 
meant serious pain for fans of the Dark 
Knight. 

The basic problem has , 
been that we haven't had peo- | 
ple that respect the character, 
in all of its incarnations, 
enough to consider what 
STYLE of game would best rep- 
resent the 'essence' of the 
story of Bruce Wayne/Batman. | 
Ask any fan what type of game 
would best represent the char- 
acter and I think you'd have an almost unan- 
imous opinion: 'Action/Adventure'. My dream 
has always been to see Batman brought to 
life in a third-person, real-time 3D adventure, 
where you would have to tackle a specific sce- 


PRESS START 


nario, involving any of the arch-enemies. You 
would be required to use your puzzle-solving 
and detective skills, as both Bruce Wayne and 
Batman, in addition to your ability to fight 
and use all of those 'wonderful toys'. The 
adventure would occur in real-world time and 
you would have only a certain amount of it 
to solve the crime(s). The game would make 
use of Batman's vehicles and 
would link Wayne Manor to all 
of the essential areas of Gotham 
City — this is what Batman is 
# all about — doesn't take a rock- 
et scientist to figure it out. 

| What have we gotten 
“4 instead? One side-scroll, Final 
Fight rip-off after another. It real- 
ly doesn't matter what compa- 
ny has been keeper of the license, either — 
they've all bastardized the legend ... Konami, 
Sunsoft, Sega, Atari, Acclaim — pick one! It 
was semi-forgivable when technology did- 
n't really allow developers to do the things 
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I have mentioned above — although you can 
see pieces of what I'm talking about in the 
Sega CD version (driving scenes) of Batman 
Returns, the Amiga adventures mentioned 
above and in Konami/Park Place's valiant 
PC effort for Batman Returns — but, given 
the power of the PlayStation, 
"Batman Forever: The Arcade 
Game" is unforgivable. 

Like the plot of the movie, 
the game is a complete mess. 
Garbage is exploding all of the 
time, the screen is littered with 
debris and bad guys, and the 
player very rarely has any idea 
what is taking place, or why. The 
title loosely follows the action of 
the movie, leading you from one 
setting to the next, but any rela- 
tion to the cinematic release is 
purely coincidental. This game 
was Acclaim's first foray into 
the arcade field and it died a 
quick death; what did they 
expect it to do on the 
PlayStation? The game was released without 
review copies going out, without any adver- 
tising campaign and without any advanced 
word, and certainly without any gameplay. 
It is the worst example of licensing with- 
out concern for the license. 

It is not the absolute worst game I have 
ever played, but I am going to give it the 
worst score I have ever given — because it 
could have been so much more than a. rip-off 
of the Genesis/SNES versions of Batman 
Forever, which, as stated earlier, ripped-off 
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everything that came before. As a side note 
to Iguana Software, Batman Forever's devel- 
opers, you guys might want to take a look at 


the talking book version of Disney's 
"Aladdin" — you share some unique sound 
effect bonds! 

In the end, all of this is being written 
with the faint hope that Acclaim may see the 
error of their ways and do something ORIG- 
INAL with their license on the next Batman 
movie. (I can just see it now, a racing game 
with Batgirl dropping the starter's flag and 
Mr. Freeze yelling "I'll be back" when you 
pass him in his "Ice-Mobile" — I tremble 
with anticipation. 
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In the end, all of this is being written with the faint | 
hope that Acclaim may see the error of their ways | 
and do something ORIGINAL with their license on | 
the next Batman movie. (I can just see it now, a rac- | 
ing game with Batgirl dropping the starter's flag and | 
Mr. Freeze yelling "I'll be back" when you pass him | 


in his "Ice-Mobile" — | tremble with anticipation. 


ER 
1" ag"60 


[XSSeeINS a 


——=1 
el 


00 
Ul 


TAKARA « AVAILABLE NOW « JAPAN 


Like any good fighting game, sequels 
are inevitable. This is obviously the 
case with the Toshinden series. The 
original Toshinden was a technologi- 
cal landmark, and a critical and com- 
mercial success. The first evolution in 
the series, Toshinden 2, produced a 
slightly above average game with no 
real technological achievements to 
speak of. Enter Toshinden 3, the lat- 
est evolution in the series. This time 
around we get a slightly faster frame 
rate and a few new fighters. The game 
play and combo strings have pretty 
much remained in tact, and there are 
some new moves to master as well. 
The animation is a little smoother this 
time, but nowhere near the level of 
sophistication found in Namco's "Soul 
Blade." Additionally, the fighting are- 
nas are all very similar (like fight- 
ing in a cage) and the music is still hit 
and miss. If you're a fan of the series, 
you'll be happy with this latest ver- 
sion; although the improvements are 
minimal, there is enough new mater- 
ial to warrant a look. 
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HUMAN ¢ AVAILABLE NOW « JAPAN 


Following in the footsteps of Capcom ’s 
Resident Evil, comes a new “Horror 
Adventure”, developed by Human, 
which goes by the title of Clock Tower 
2. Yes, this is a sequel to a title that 
was not released in America, but 
because of the heavy amount of 
Japanese text in both titles, it is not 
known if this game starts where the 
original left off. What is evident, about 
the story, is that there is some sick 
psycho, running around throughout 
the game, with a huge pair of scissors, 
looking for his next victim — and he’s 
not using them to make paper dolls. 
In fact, in one of the game’s scarier 


ae 


moments, you wake up to find him 
prowling outside your bedroom door. 
It’s then up to you to avoid him and 
find a suitable place to hide or be cut 
to pieces. Clock Tower 2&2 is played out 
in a very simplistic manner, similar 
to the typical “point and click” PC 
adventure game. You control your 
character with a cursor; just move the 
on-screen arrow over to where you 
want to go or what you want to exam- 
ine and then press a button — easy 
as cake! Where Clock Tower & devi- 
ates, is in its graphical engine, which 
is rendered in 3D. All of the charac- 
ters and the surroundings are com- 
prised of polygons — conveying a very 
realistic atmosphere. At this time, the 
story is not well known, but it is very 
dark and brooding in nature. We will 


be covering this game more in the 
future, as there is rumor it has been 
picked up for a stateside release by 
none other than ASCI Entertainment. 
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Web Surfing as easy as Channel Surfing! 


Introducing the most comprehensive World Wide Web Whether you’re looking for console titles, PC or MAC, 
search site devoted to the electronic gaming industry - VGOL has it all. Find links to every major hardware 


www.vgol.com. It’s already being called “The Most and software manufacturer, publisher, distributor, 
Popular Yellow Pages of the Interactive Gaming agency and retailer on the Web. Find sites where you 
Industry.” If you’ve ever wished that there was a can play against people across the net in real time. 
Yahoo™ search engine for games, your wish has come Don’t wander around aimlessly. Tune in! 
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A New Homepage Contest Every Month. . . 
CHECK IT OUT! 
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Stuck? Striving for Perfection? 
Imensio: ishing’s got the answers 
to your questions on the hottest games. 
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THE OFFICIAL STRATEGY GUIDE 


Credit Card Orders, Call 


VISA 


ACCOlAAE ........000000004, 5, 84 
Activision ...............10, 11 
ALIUS .....ccsccccsscrsreressseree LO 
BMG ...csscsscsscssseeeee4, 35 
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Cyberactive .......0.000000080 
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Fox Interactive.......18, 19 
Lucasarts ..........29, 50, 31 
Namco .......6, 7,21, 22, 23 
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tl] deta fREt copy of Crash Bandicoot The Official Strategy 
oe Guide when you SUBSCRIBE to the best, the only, monthly 
dedicated PlayStation” magazine — PSExtreme! 


To order by mail, send a check or money order made payable to: 
Dimension Publishing * 1175 Chess Drive, Suite E, Foster City, CA 94404 


ie raah Specify SFA, Star Gladiator, Crash Bandicoot, Tomb Raider or Pandemonium. 
kis may] Inside the U.S., add $1.50 per guide for shipping and handling. Canada & Mexico add $3.50 for shipping and handling. Foreign orders call for pricing. 
ee Mexican and Canadian orders $29.95 for subscriptions plus $3.50 shipping & handling. Foreign orders call for pricing. 
Allow 6-8 weeks for delivery. CA residents add $0.66 sales tax to strategy guide orders. 


*$8.00 Price valid for PSExtreme subscribers only. All others pay full retail 


price of $12.95, plus shipping & handling charges. 


STREET FIGHTER ALPHA, STAR GLADIATOR and RESIDENT EVIL are registered trademarks of CAPCOM CO., LTD. ALL RIGHTS RESERVED. Tekken 2™ & ©1994, 1995, 1996 Namco, Ltd. All rights reserved. Tomb Raider is a registered 
trademark of Eidos Interactive. All rights reserved. Pandemonium is a registered trademark of Crystal Dynamics. All rights reserved. “Crash Bandicoot” and the Crash Bandicoot logo are trademarks and copyrighted properties of 
Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer 
Entertainment, Inc. 
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The PS Extreme Historical Ranking Chart" 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along | 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


MYMANTA GAMIIS RS SWE! R/NWAONE Psychic Force February 1997 87% 
Tomb Raider December 1996 99% _ Tokyo Highway Battle September 1996 86% 
NFL Gameday ‘97 99% Epidemic November 1996 86% 
NCAA GameBreaker 98% Super Puzzle Fighter II Turbo February 1997 86% 
Tekken 2 98% Persona February 1997 86% 
Crash Bandicoot 98% 3D Baseball January 1997 85% 
NHL Face Off ’97 98% Jet Moto January 1997 85% 


GOLD GAMES) 
Twisted Metal 2 
Robotron X 
FIFA '97 
Motor Toon Grand Prix 
Formula 1 
Ten Pin Alley 
Namco Museum Vol. 3 
Star Gladiator 
Die Hard Trilogy 
Disruptor 


ISSUE VyeaNey Project Overkill 
December 1996 97% Time Commando 
December 1996 96% Area 51 

January 1997 95% Cool Boarders 
October 1996 95% Project X 
November 1996 95% Tempest X 
February 1997 95% Virtual Pool 
February 1997 94% The Atari Collection 1 
October 1996 93% Spot Goes to Hollywood 
September 1996 93% Rebel Assault 
December 1996 93% ReeLoaded 


September 1996 85% 
November 1996 85% 
February 1997 85% 
February 1997 85% 
February 1997 85% 
February 1997 85% 
February 1997 85% 
February 1997 85% 
October 1996 84% 
February 1997 84% 
February 1997 83% 


Bubsy 3D December 1996 93% Legacy of Kain October 1996 82% 
Pandemonium December 1996 93% Namco Museum Volume 2 November 1996 82% 
In the Zone 2 January 1997 93% Soviet Strike December 1996 82% 
Powerslave February 1997 93% 2X Treme January 1997 82% 
Ridge Racer Revolution September 1996 92% Mortal Kombat Trilogy January 1997 82% 
Tecmo’s Deception November 1996 92% Blast Chamber December 1996 81% 
Machine Head December 1996 92% Dare Devil Derby 3D January 1997 81% 
Destruction Derby 2 December 1996 92% NASCAR Racing December 1996 80% 
Tunnel B1 December 1996 92% Bogey: Dead Six August 1996 80% 
Street Fighter Alpha 2 October 1996 91% BRONZE GAMES ISSUE RATING 
Worms September 1996 91% Perfect Weapon 79% 
Power Move Pro Wrestling January 1997 91% Impact Racing 78% 
Contra: Legacy of War December 1996 90% Gunship 78% 
Black Dawn November 1996 90% Madden 97 77% 
King’s Field II January 1997 90% NBA Live ’97 74% 
cue in SELMA] © Beyond the Beyond 73% 

BA Ja cember 1996 89% NFL Quarterback Club 97 72% 
Pitball 89% Tecmo Super Bowl 72% 
MLB Pennant Race 89% Grid Runner | —_ October 1996 71% 
NHL 97 a  TINGAM jens sistas SSUE RATING] 
Andretti Racing 89% Samurai Shodown II 69% 
Suikoden 88% King of Fighters ‘95 69% 
Burning Road 88% ‘Tetris Plus 68% 
Wipeout XL 88% Olympic Summer Games 68% 
Dark Forces 87% Starwinder 68% 
Final Doom 87% Street Racer 65% 
Tobal No. 1 87% Casper 65% 
Hard Core 4x4 87% Sim City 2000 58% 

WHAT DO ALL THOSE NUMBERS MEAN? 
», 98-100% , 3 90-97% 80-89% 70-79% 0-69% 


Tin games are to be avoided | 
at all costs. Only die-hard 
gamers would buy these. 


\-3 «The ultimate gaming ~~ Must buy” games; each Good games, but lacking on Mediocre titles that 
\. experience. ? . <4 carries our editor's seal of in some area; for fans of bi. suffer from some serious 
~ 4 approval. + that style of game. flaws. Rent — don’t buy. 
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“AN ALL-NEW MASTERPIECE... ENTHRALLING 
AND FIENDISHLY ADDICTIVE.” 
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—GAMEFAN 


EDITOR’S CHOICE SILVER AWARD 
—EGM 
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BEST NEW CONCEPT IN GAME DESIGN 
—PSEXTREME 


“UNLIKE ANYTHING YOU’VE EVER 
PLAYED BEFORE.” 
—NEXT GENERATION 


“KEEPS YOU SUSPENDED IN TERROR.” 
—GAMEPRO 
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- = 
>» 


Visit Tecmo Interactive at: h 
i ee Tecmo, Inc. * 19260 S. Van Ness Ave., Torrance 
© Tecmo, Ltd. 1996 TECMO* is a registered trademark of Tecmo, | 


v.tecmo.co.jp 
7 Fax (310) 787-3131 Phone (310) 787-2900 


ayStation game console. PlayStation and the PlayStation 
fe Digital Software Association. 
SIGNATION. 


ade t. Licensed by Sony Computer Entertainment America for 
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